


TURTLE NEWS 


Young People Talking To Young People About Computers 


VOLUME TWO, NUMBER ONE 





Talk to your computer 


When we were in California for the 
EDCOM Conference, we got requests 
from a lot of people for information on 
some of the other capabilities of LOGO. 
There have been many articles written on 
turtle graphics and some people think 
that’s all LOGO can do. We think turtle 
graphics is the greatest thing since sliced 
bread, but let’s not overlook some other 


ways to have fun with LOGO. 


Starting in this issue, we will begin to 
cover the word and list operations. We 


will start with some very simple pro-— 


cedures and move on to more complex 
ones. (We have several good listing pro- 
grams in our software exchange. These 
include Hangman, Animal game, Adven- 
ture, Pig-latin, and Logo Quiz). As 
always, this is your newspaper and we in- 
vite you to submit procedures you write 
and want to share with others across the 
country. 

This is a simple interactive program 
_ you can use with your friends. For so- 
meone not very familiar with a computer, 


it will seem like the computer is actually — 


carrying on a conversation with you. (You 
don’t have to tell them that you program- 
med all its questions and responses!) This 
is a short program for starters. You'll pro- 
bably want to make up more questions 
and answers or write a whole new conver- 
sation. If you have a friend who has an in- 
teresting hobby, maybe you could get 
your computer to interview him or her. 

We will show you how to do this pro- 
cedure in MIT LOGO (Krell and Ter- 
rapin), APPLE LOGO, and TI LOGO. 
First let’s talk about the things that are 
the same in all versions. Then we'll talk 
about the differences. 

PRINT. The print command tells the 
computer to print on the screen whatever 
is inside the square brackets. For exam- 
ple, if you type PRINT [I AM A COM- 
PUTER] and press RETURN, the com- 
puter will print 1 AM A COMPUTER. 
Try the PRINT command with a few dif- 
ferent inputs. 

Well, after you do a few, it’s not too ex- 
citing. But hold on, it gets to be a lot of 
fun once you start using the PRINT com- 
mand in a procedure, especially one that 
asks questions and then responds to your 
answers. 

Sometimes you want a blank line on 
the screen, maybe between one question 
and response and the next question. In 
that case, type PRINT [] and press return. 

SENTENCE. This command tells the 
computer to put lists together. If you type 
PRINT SENTENCE [ROSES ARE RED] 
[VIOLETS ARE BLUE], the computer 
will put those two lists together and print 
ROSES ARE RED VIOLETS ARE 
BLUE. In the following procedure you'll 
see how the SENTENCE command helps 
you to make the computer carry on an 
“intelligent conversation”? with an un- 
suspecting frind. It will tell the computer 


to combine your friend’s answer with a 
pre-programmed response, making it 
seem like the computer is a lot smarter 


than it actually is. For example, you 
might write a procedure that makes the 
question WHAT IS YOUR NAME ap- 
pear on the screen. When your friend 
types in THEODORE MCGILLICUTTY 
on the screen, the computer replies with I 
DON’T BELIEVE WE’VE MET, 
THEODORE MCGILLICUTTY (or 
some other personalized message that in- 
cludes Ted’s full name in it!) 


Now look at the procedure in the MIT 


version of Logo. REQUEST: is a com- 


mand which causes the procedure to wait 
for you to type in an input line — for ex- 
ample, an answer to a question — and 
press return. It outputs the typed-in line 
as a list. The list can be one word or 
several depending on what you type in. In 


the example, we have used REQUEST 


two different ways, in the second line, 
we've told the computers to PRINT the 
sentence [HELLO,] REQUEST. 
Therefore, the computer will print 
HELLO followed by what the user typed 
in as a response to the question ‘‘What is 
your name?”’ 


In the fifth line, we’ve set up a condi- 
tional statement, IF something is true, 
THEN do such and such. In this case the 
conditional is IF the response to the ques- 
tion is no, THEN print “Oh boy! A 
beginnner!’’ If the response to the ques- 
tion is Yes, the computer will not print 
that line. It will go on to the next line 
and continue with the procedure. 


In the Apple version of Logo, the com- 
mand READLIST is used to make the 
procedure wait for you to type an input 
line and press return. In TI, use 


READLINE. Just like the REQUEST 


command in the MIT version, 


Graphics Contest Two 


Dare you to open PANDORA’S BOX? 
This is a new software package from 
Datamost Inc. that has been added to the 
prize list for Graphics Contest Two. Writ- 
ten for the Apple I] computer, this game 
challenges your wits to capture the evils 
of ancient times which have been let 
loose. Your weapons are powerful lightn- 
ing bolts. Can you act fast enough to save 
civilization from this hideious doom? 

The Learning Company has donated 
two new programs for the Apple II com- 
puter, ‘‘Gertrude’s Puzzles,’’ and 
‘“Rocky’s Boots.’”” The Learning Com- 
pany, formerly Advanced Learning 
technology, is an educational software 
company that designs software primarily 
for home use. According to Ann 
Piestrup, founder of the company, ‘‘We 
don’t want to use the computer on the 
child. Rather we want to make it a s 
friendly as possible so that the child will 
use the computer. We want the child to 
feel in control, comfortable, and suc- 
cessful at the keyboard.”’ 

Teri Perl, partner in The Learning 
Company, added, ‘‘Good software can 
have the same excitement of an arcade 
game. All you have to do is use the com- 
puter, not as a sophisiticated audio visual 
page turning machine.” 

In GERTRUDE’S PUZZLES, Gertrude 
the goose flies across the screen bringing 
colored shapes to attribute puzzle rooms. 
Children pick up, move, and position the 
shapes on the screen to solve puzzles. 
They can play with different sets of 
shapes or can create their own sets, using 
a magic editor, Solving Gertrude’s puzzles 
involves early logic skills such as 
same/different relationships, and higher 
level skills such as deductive reasoning, 
and problem-solving. Children as young 
as four can enjoy this program, yet the 


harder puzzles challenge adults. The pro- 
gram offers keyboard, joystick, and sound 
options. It is available through dealers 
and The Learning Comapny for $75.00. 

In ROCKY’S BOOTS, players build 
logic machines to score points in an ar- 
cade game setting, using conventional 
logic symbols for AND, OR, NOT, and 
FLIP-FLOP. These logic machines are 
animated in a simulation where electrical 
current flows and operates a kicking boot. 
Players score or lose points for ‘‘booting”’ 
particular characters. The object of the 
game is to build the machine that will 


win the most points. ROCKY’S BOOTS 


The last free Turtle News 


As we announced in our last issue, the 
YPLA has to change our policy of pro- 
viding free issues to young people. Where 
we were once receiving 50 to 60 letters 
per week, now we often receive 50 to 60 
in one day. Our only answer to this 
growth is to be fair to all people and 
charge dues to help us cover our costs. 


Annual dues for young people are now 
$9.00. Adults continue to pay $25.00 per 
year. For overseas first class air mail 
delivery, please add $15:°00 U.S. — 
$24.00 for young people, $40.00 or adults 
outside of North and Central America. 


We want to thank all of you who con- 
tinue to support the YPLA through your 
dues. We look forward to making our 
organization bigger and better with more 
services for members. HOWEVER, THIS 
IS THE LAST FREE ISSUE OF TUR- 
TLE NEWS WE CAN SEND! 


Membership in the YPLA is on an in- 
dividual basis. We can not offer group 
memberships. 


Schools may join. the— 





READLIST and READLINE will then 
output the typed-in line in the form of a 
list. The PRINT SENTENCE command 
in the second line is similar in all three 
versions. 

To set up a conditional in the Apple 
version, we use a |! EST command and IF- 
TRUE and IFFALSE commands. Look at 
lines 5-8. IF it is TRUE that the user 
answers no, the computer will respond 
with “Oh boy, a beginner.’ IF it is 
FALSE that the user answers no (in other 
words, says yes), the computer will print 
‘Don’t worry, [| won’t tell anyone.” 
Notice how the brackets are used in lines 
7 and 9. | 

In TI LOGO We also set up a TEST 
command. Use IFT to test for “‘true’’ and 
IFF to test for ‘‘false.’’ You don’t have to 
use double brackets in TI LOGO. 

OK! It’s your turn! Write an interactive 
procedure and try it out on a friend! 


See ‘‘Talk,”’ page 5 


S27) 


is for ages 7 and up and is prices at 
$75.00. 

Terrapin, Inc. has sent us several copies 
of the book, LOGO FOR THE APPLE II, | 
which we will be offering as prizes in our 
Turtle Graphics Contest. This book is an 
excellent reference book for MIT Logo, 
Apple Logo. and TI Logo. It starts the 
reader from the very beginning and car- 
ries them through some very advanced 
features of Logo. The book is filled with 
numerous examples that help 
demonstrate the power of the language. 
Written by Professor Harold Abelson of 

See ‘‘Graphics,”’ page 2 





YPLA through adult memberships. As 

stated in the masthead of our paper, any 

nonprofit group may reprint articles from 

TURTLE NEWS and the LOGO 

NEWSLETTER for use in class activities. 
Adult dues: 


We notice that some magazines are 
listing our dues at $15.00 for adults. We 
announced the increase in dues in April 
to be effective in June when we became a 
fulltime association. We have also 
repeated these announcements in subse- 
quent newsletter. 

For those who have sent us the $15.00 
since June, we are pro-rating your 
membership to provide seven months of 
service. We will, of course, continue to 
remind people of our changed policies. 
We will also remind all concerned at 
renewal time. Of course, anyone involved 
can send in the additional $10.00 at any 
time. 

Again... We thank all of you for your 
continuing support and look forward to 
becoming a bigger and better group. 


Page 2, Turtle News 


The joystick commands i in TI LOGO 


Some recent articles in personal com- 
puting magazines have said that you can- 
not use joysticks with TI LOGO. Well, 
that isn’t really true. You can use the 
joysticks quite well. 


Last year, Roger Kirchner of Carleton 
College, Northfield, Minnesota, and I ex- 
changed ideas over what you can do with 
some of the undocumented commands. 
FLYAWAY is a game that he developed 
after learning about the joystick com- 
mands. 


JOY 1 and JOY 2 are two of the more 
interesting undocumented commands in 
Tl LOGO. While the fire button is not 
used, the commands allow for some in- 
teresting procedures to be developed. Not 
only can you draw using the joysticks, you 
can also use them for a numerical input 
that can be translated into a variety of 
other procedures. 


JOY 1 or JOY 2 will return one of nine 
values depending on the position of the 
joystick. At first, it might appear that the 
nine values have little relationship to 
each other. 


The three and the seven have been ob- 
viously left out. But there appears to be 
some logic in that decision. Look at the 
pattern from left to right. Four is added to 
each number to achieve the next. Mov- 
ing from the bottom to the top, one has 
been added. The relationship becomes 
even more interesting when the digits are 
converted to binary numbers. 


o f 
& 


TURTLE NEWS and LOGO 
NEWSLETTER are published monthly 
by the Young People’s LOGO Associa- 
tion, Inc., a Texas not-for-profit corpora- 
tion. Editorial and other offices are 


located at 1208 Hillsdale Drive, Richard- 


son, texas 75081 (214) 783-7548. Editor 


and Publisher: H. Muller. 


James 


Copyright 1982. Articles may be copied 
and/or reprinted by nonprofit organiza- 
tions. All others should write to the 
YPLA for permission to reprint. All pro- 


grams and procedures listed in the 
newsletters and the YPLA Software Ex- 
change are public domain programs and 
may be reproduced as desired. None may 
be sold. Programs written or converted by 
members and submitted to the YPLA 


Software Exchange are the responsibility | 


of the submitting member and/or the pro- 
gram originator. The YPLA does not 
claim any proprietary rights to any of thes 


programs and cannot be held responsible} — 


for their contents. The YPLA runs all 
programs and procedures. While some' 
may have slight bugs or lack instructions, 
to the best of our knowledge, these do not 
impair the operation of the progrmas. 
Members are encouraged to, improve on 
any of these programs and to resubmit 
them to the YPLA Software Exchange. — 
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The first two digits are the same in each 
column — 00, 01, and 10 — while the last 


_ two digits are the same in each row — 10, 


01, and 00 at the bottom. Indeed, this 
presents a distinctive and very logical 
coordinate pattern. 


Name the two coordinates x and y. Then 
joystick coordinates can be assigned with 
the following commands: 

MAKE “‘Y” (JOY 1)/4 

MAKE ‘‘X”’ JOY 1)-4 * :Y 


If you want to try out the joysticks with 
TI LOGO, enter this short procedure: 

TO DRAW 

TELL TURTLE 

PENUP 

FORWARD JOY 1 

DRAW 

END 


The turtle will start moving up the 
screen. You control the speed that it 
moves by the position of the joystick. To 
stop the turtle from moving, put the 
joystick in the lower left hand position 
where the ‘‘0”’ is located. 

In this next example, an orange ball is 
placed in the middle of the screen. Mov- 


ing joystick 1 will cause the ball to move ° 


around the screen in the directions listed 
in the procedure. If you want the ball to 
move around the screen faster, change 
the speed line to read: 


We are pleased to announce to all TI 


' 99/4A owners and users that Millers 
. Graphics is 


**$500.00 
Millers 


having a 


Giveaway.’ To enter the 


‘Graphics giveaway you need only to send 


a self-addressed stamped business-sized 


~ (9% x 4%’) envelope to Millers Graphics 
_ Giveaway, 1475 W. Cypress Ave., San 


Dimas, CA 91733 and we will send you 
the official rules and entry form. Our ran- 
dom drawing will be held on February 14, 


~ 1983. We will be giving away prizes to 21 


lucky winners. 
GRAND PRIZE 
One command module for the TI 
99/4A computer of the winner’s 
choice with a manufacturer’s sug- 
gested retail price of $100.00 or less 
and one copy of our new game 
‘The Fun House” recorded on 
_ either cassette or disk. 


20 GENERAL PRIZES 
20 general prizes will be awarded 
which consist of one copy of our 
new game ‘The Fun House” 
recorded on cassestte or disk. 
All entries must be postmarked by 


' February 1,1983. No purchase necessary. 

- All winners will receive their prizes by 
registered mail and will pay all ap-, 
' plicable shipping charges. We will be: 
_ happy to send you a list of all the winners - 


SETSPEED JOY 1 + 10 (or some 
larger number) 

TO DRIVE 

TELL SPRITE 4 CARRY :BALL 
SETCOLOR :ORANGE 


HOME 

HERE: 

SETSPEED JOY 1 

IF SPEED = 5 SETSPEED 0 

IF SPEED = 6 SETHEADING 0 
IF SPEED = 10 SETHEADING 45 
IF SPEED = 9 SETHEADING 90 
IF SPEED = 8 SETHEADING 135 
IF SPEED = 4 SETHEADING 180 
IF SPEED = 0 SETHEADING 225 
IF SPEED = _ 1 SETHEADING 270 
IF SPEED = 2 SETHEADING 315 
GO “HERE” 

END 


The game FLYAWAY is a one or two 
player game where the object is to pilot 
your plane around the screen and land 
again safely on the runway. If you try to 
take off before you build up enough 
speed, you will crash. Also, if you slow 
down too much while in the air you will 
crash. Also, if you slow down too much 
while in the air you will crash. So be 
careful. | 

Directions are written into the game so 
try it out. FLYAWAY is one of the pro- 
cedures on the YPLA Software Exchange 
TI LOGO Disk #3. You can exchange 
your procedures or other programs for this 
disk if you want to type it out. 

Now let’s take a look at some of the 
other things you can do with the joystick 
commands. You can do many other 
things besides just play games. You can 
even program by moving the joystick 
around if you want. 

Inside the TI joystick is a small circuit 
board which translates the positions of 
the joystick into signals to the computer. 
What would happen if that circuit board 
was removed from the joystick and small 
buttons were attached? Then, if a user 
pressed a button, a numerical input would 


as soon as the drawing is completed. 
Anyone may enter as long as they enter 
on an official entry form. We have sent 
copies of this announcement to all the 
other Users Groups we know of, to the 


be sent to the computer. Thus, a cerebral 
palsy patient or other physically disabled 
person could program in Logo. Here is 
one simple procedure that shows how this 
might work. 
TO Jj) 
SH JOY 1 
HERE: 
IF HEADING 
IF HEADING 
IF HEADING 
IF HEADING 
GO “HERE” 
END 


TOE 
PRINT {I AM POINTING UP.} 
END 


TOD 
PRINT [I AM POINTING TO THE 
RIGHT. ] : 
END 


TO X 
PRINT [1 AM POINTING DOWN.] 
END 


TOS ay 
PRINT [1 AM POINTING TO THE 


LEFT] 
END 


Here the computer was told to print a 
statement when one of the four of the 
buttons was pushed. Think what would 
happpen if there were eight buttons 
available on a table. The ninth would be 
the REST position like the center posi- 
tion is on the joystick. That would mean 
that there would be 2°8 or 256 combina- 
tions that could be pushed, each com- 
bination representing a procedure in 
Logo like those written above. 

Considering the power of Logo as a 
broad, general purpose programming 
language — easy to learn and easier to use 
— then the potential of the language real- 
ly begins to shine through. 


Millers Graphics has “$500 Giveaway” 


99’er Magazine, The Digest 99 Magazine 
and to various other people and organiza- 
tions whom we hope will help us spread 
the word to all the TI 99/4A owners and 


users. 


Graphics Contest 


Continued from page | 

MIT, the book is published by BYTE 
Publications of Petersborough, NH, and 
carries a retail price of $14.95. This book 
tends to be more adult-oriented and 
should be used with an adult, or as a 
reference book for a class. 


How would you like a HAYES 
SMARTMODEM? This is an auto-dial 
and answer modem that hooks directly to 
your phone lines. You don’t need a 
telephone nearby to use it. It comes com- 
plete with its own speaker to tell you if 
you have reached your party or not. The 
winner of the modem will be able to 
transfer software to and from the YPLA, 
as well as call up THE SOURCE, 
MICRONET, or the many computer 
bulletin boards around the country. 


We will also be giving away ten YPLA 
T-shirts and jackets to winners. And we 
also hope to add many other prizes to our 


list as the year goes on. We will publish 
the list each month with the names and 


addresses of those companies offering the 


prizes. We all hope that you will support 
these companies as much as they support 
us. We really appreciate all the terrific 
help we have received. 

So now it is time for you to get to work 
again — this time with Turtle Graphics. 
For those of you that don’t have Logo or a 
Turtle Graphics program, look at the July 
1982 issue of CREATIVE COM- 
PUTING. That has a very good Turtle 
Graphics. Interpreter listed. Turtle 
Graphics was also listed in the Volume 3, 
No. 1 issue of NIBBLE. For those of you 
that want a simple, public domain pro- 
gram for the Apple II, send for our soft- 
ware exchange Apple disk #9. This has a 
Turtle Graphics Demo on the disk that 
shows you how to use the Shape Tables 
for Turtle Geometry. 

Go to it! 





Graphics Contest Two 


Young people seem to like contests. 
And that is just fine with us because we 
like to run them so that young people can 
earn recognition for their programming 
work. We have received some questions 
about our new contest so let’s run over 
the rules again. 

Graphics Contest Two is another pro- 
gramming contest that will run between 
now and March 31, 1983. While this may 
really seem a Logo Contest, a young per- 
_ son may enter Turtle Graphics program 
in any language for any computer listed in 
the rules. 

You'll have the chance to win a 
HAYES SMARTMODEM that will let 
you swap software with the YPLA by 
telephone. You'll also be able to subscribe 
to The Source or to MicroNet. We also 
have some software from THE LEARN- 
ING COMPANY. Also included are 
books on Logo and other languages, 
YPLA jackets and T-shirts, Elephant 
disks, and computer cassette tapes. You'll 
find a description of the prizes in another 
column. And, of course, we hope to get a 
lot more prizes by the deadline. We plan 
to have many more than we did in our 
first contest. 

Here’s what we want you to do. 

You will have to make procedures or 
programs for simple geometric shapes — 
che circle, the square, triangle, and rec- 
tangle — and then combine them into a 


Atari graphics 


by Mark Lyons 

Here are a couple of good examples of 
graphics programs for the Atari com- 
puter.These were submitted to the YPLA 
Software Exchange by Mark Lyons of 
Secaucus, New Jersey. Written on an 
Atari 800, Mark is 14 years old and has 
been programming for about one year. 

THE NORTHERN LIGHTS 

Those of you who live up North have 

_ probably seen the Northern Lights many 


More city skylines 


by Larry Muller 
Mark Lyons has given us a program 
called ‘‘Skyline.”” We already have two 
TI Logo procedures that draw skylines 


and one in both Apple Logo and MIT. 


Logo. The first TI LOGO Procedure is on 
the YPLA Software Exchange disk, TI 


| Logo #3. It is called ‘“‘Cable” and will 


draw scenes from San Francisco in the 

background with a Turtle Line Cable Car 
running across the screen. The cable car 

_ is made from twelve sprites that all move 
together. 

| The other skyline program is called 

“Dallas.’’ I wrote the Cable program for 

the West Coast Computer Faire last Spr- 


TO LIGHTS 

DOT €-64 48] 
DOT (-66 43) 
DOT €-66 S531 
DOT (-77 48) 
DOT {-75 43) 
DOT €-75 353] 
DOT C-71 $3] 
DOT (-71 433 
DOT (-73 481 
DOT (-68 48] 


TO BUILDING4 
LT 90 FD 20 RT 90 FD 10 RT 90 FD 20 
END 


TO BUILDINGS 

LT 90 FD 25 LT 90 FD 1 RT 90 FD 10 
RT 90 FD 1 LT 90 FD 1 RT 90 FD 15 
RT 970 FD 1 LT 90 FD 1 RT 90 FD 10 
RT 90 FD 1 LT 90 FD 20 LT 90 FD 10 
RT 90 FD 15 LT 90 FD 3 

END 


TO SPIRE 

LT 90 FD 20 RT 90 FD 10 LT 90 FD 5S RT 90 

FD 3 LT 70 FD 10 RT 140 FD 10 LT 70 FD 3 

RT 90 FD S LT 90 FD S RT 90 FD 18 LT 90 FD 5S 
END 


pleasing picture. Take small blocks of in- 


formation and then structure these to 


make a pleasing picure. 
The picture can be of a real object such 
as a boat or a car. Or it can be just a group 


of shapes. Whatever looks good to you. 


Use circles, squares, rectangles, and 
triangles — that’s all — to make a still 


picture on the screen. No motion picture 


or animation this time. The programs can 


be in Logo, in Pilot, in BASIC, Pascal, in 


WSEN, or in ValForth for the Atari 


Home computer, for the Apple II+, the 


IBM PC, the Radio Shack Color Com- 


puter, the Sinclair ZX81 or Timex Com- 
puter, or the TI99/4A. The geometric 
shapes can be outlined or solid. They can 
be in color or black and white. 


Look around you! Where do you see 


rectangles, squares, circles, and triangles? 
Look in the May issue of TURTLE 
NEWS. The classes from Irving did a lot 
with regular shapes. See what you can do. 


Look at the picture of Frosty on the 


cover. That is made from circles with the 
trees made from triangles and rectangles. 
This is an example of the things you can 
do with shapes. 


Give it a try! 
ELIGIBILITY: Anyone who will be 18 


years of age or younger on March 31, 


1983 is eligible to enter except YPLA 


staff. 


JUDGING: Entries will be judged on 


times. They can be really beautiful with 
brilliant flashes of color shooting across 
the sky. 

Now you can have the chance to see 
them on your Atari computer thanks to 
Mark Lyons of Secaucus, New Jersey. He 
submitted this program to the software 
exchange. 

The program has to calculare 500 sets 
of equations, the ones listed on lines 20 
to 50. So that you won’t get bored 


ing. Then we went to the Southwest 
Computer Conference here in Dallas and 
so I did a procedure to draw the skyline of 
Dallas on the screen. 

Last week we received an improvement 
to the Dallas procedure that makes the 
lights in Reunion Tower blink. Sharon 
January of The Winston School here in 
Dallas sent us this addition to the pro- 
cedure. 


TO LIGHTS1 


REPEAT 100 [LIGHTS PE LIGHTS PD] 


END 

Here is the rest of the procedure plus a 
picture of what the program looks like on 
the screen. 


TO BUILDING2 

LT 90 FD 25 RT 90 FD 10 RT 90 
FD 30 LT 90 FD 5S RT 90 FD 10 - 
LT 90 FD 3 

END 


TO BANK 

LT 90 FD S RT 90 FD S LT 90 FD 33 

RT 160 FD 15 LT 70 FD 10 RT 90 FD 10 
LT 90 FD 3 

END 


TO BUILDING 

LT 90 FD 45 RT 90 FD 15 RT 90 FD 15 
LT 90 FD 15 RT 90 FD 23 LT 90 FD 5 
END 


TO REUNION 
LT 90 FD 33 LT 90 - 
REPEAT 26 CFD 1 RT 7] 


FD S 
REPEAT 26 CFD 1 RT 7] 
SETH 180 FD 40 LT 90 FD 5S RT 90 FD 10 LT 90 FD 5 


- begins: 


creativity and originality of the picture 
on the screen. Each entry will be given a 
numerical grade which will be added to a 
weighted score based on the entrant’s age 
and experience. In this way, very young 
people have a chance to compete with 
those older students that have a lot more 
experience. 

Judges will be experienced artists, 
graphics experts, and educators, none of 
whom are staff members of the Young 
People’s Logo Association. __. 

ENTRY REQUIREMENTS: Entries 
may use one or more circles, rectangles, 
squares or triangles to make a realistic or 
abstract picture. There can be other 
shapes or lines on the screen. The shapes 
can be solid or outlined in black and 
white or color. The judges will examine 
each entry program for compliance with 
the rules. The decisions of the judges will 
be final. 

Entrants may be individuals or groups. 
However, group entries such as those 
from a class or club will not compete for 
the same prizes as individuals. 

HOW TO ENTER: Entries may be on 
tape, on disk, or computer printout for 
the Apple II+, the Atari computers, 
Sinclair ZX81 or Timex computer, the 
Radio Shack Color computer, the IBM 
PC, or the T199/4A Home Computer. To 
make sure the program will run for the 
judges, record it at least twice on each 


waiting for all of this to happen, the com- 
puter will count from 1 to 500 on the 
screen. When completed, the show 
with some colorful 
flashing across the screen much like you 
can see in the sky when the Northern 
Lights are out. 

This is really a beautiful display of Atari 
graphics. Go ahead and try it! 

See ‘‘Program I,"’ page 5 
Mark lives in Northern New Jersey not 


TO HYATT 
PU 

SETX -100 
PD 


FD 10 RT 90 FD S$ LT 90 FD S RT. 90 FO S LT 90 FDS 
90 


RT 90 FD 10 RT 90 FD 10 LT 90 FD S RT 
FD 3 LT 90 FD 3 
END 

TO DALLAS 

cs 

HT 

HYATT 

REUNION 
BUILDING 

BANK 

BUILDING2 

SPIRE 

BUILDINGS 
BUILDING4 


LIGHTS 
END 


This is what makes working with the 
software exchange a lot of fun. We hope 
that other people will take a look at the 
programs and see what they can do to 
make them work better or to make them 
do other things. This is how we can all 
learn new programming tricks and pro- 
cedures. 


See what you can do. If you have a pro- 


New catalog due in November 


We have been receiving a lot of soft- 
ware from many different people. It has 
been keeping us pretty busy. But we now 
have a lot of it catalogued and ready to go 
to press again. We have about 25 dif- 
ferent Apple disks, about 20 TI disks and 


graphics © 


Turtle News, Page 3 





tape’ or disk. The YPLA cannot be 
responsible for entries that: will not run 
on our equipment. 

Entries must be the original work of the 
entrant and may not be copyrighted. All 
entries will become part of the YPLA 
Software Exchange of public domain soft- 
ware. While the YPLA tries to monitor 
all incoming programs to the exchange, 
the association does not claim any rights 
to these programs and can not be held 
responsible for their content. 

Programs submitted on tape or disk will 
be copied and then returned to the en- 
trant. 


Classes or groups that wish to send in 
multiple entries may include these on one 
disk or tape. Make sure each entry is pro- 
perly identified for judging. 

This contest is void where prohibited 
by law. All federal and local taxes are the 
responsibility of the winner. 


DEADLINE: All entries must be 
postmarked by March 31, 1983 and 
recieved by April 15, 1983. Winners will 
be announced in the May 1983 issue of 
TURTLE NEWS. 


You'll be hearing a lot more about this 
contest. We’ll have the rules and prize 
list in each issue between now and May. 
But why not start thinking now. It will 
give you that much more of a chance to 
make yourself a winner. 





far from New York City. That really isn’t 
very hard to guess when you see this pro- 
gram run. It reminds me of when our 


‘family lived in Pennsylvania and we 


would drive to New York and see this 
view when we crossed the bridge or 
entered the Lincoln Tunnel. 

Mark has put REM statemets in his pro- 
gram to define the different parts of the 
picture. 


See ‘Program II," page 5 





‘oO DUMP 

»-PRINTER 1 

TYPE CHAR 27 TYPE "E TYPE CHAR 15 

POPS 

-PRINTER © 

DALLAS 

-PRINTER 1 

TYPE CHAR 9 TYPE "G TYPE "E TYPE CHAR 13 
«PRINTER © 

END 


gram, send it in on a disk or on tape. We 
will copy it and then send your tape or 


disk back to you with your choice of a 
complete disk or tape from our catalog. 
That means you can get ten to fifteen 
programs free. 


When you send us software, it helps a- 
lot if you will send us return postage also. 


about 15 Atari disks. We also have some 
Color Computer and some Sinclair tapes 
also. These will all be in the catalog 
which will be mailed to members in 
November. | 





Page 4, Turtle News 


Dangerous Mission: Dragon World 


Your first dangerous mission takes you to 
Dragon World, a planet in a faraway star 
system. 

The planet is overrun by dragons. The 
dragons have the ability to teleport — 
they can go anywhere they want, just by 
thinking it. They teleport to rich star 
systems and rob them of their rare metals 
and precious stones. 


Dragon World is riddled with 


underground caves, mazes, and secret 


passages. In this netherworld the dragons 
live, surrounded by their stolen treasure. 

You are a space vagabond — a pirate, 
cutthroat and wanderer. You hear about 
Jragon World and sneak on board a 
»ieasure ship that visits the planet. The 
ship will be there only a few hours. You 


want some dragon treasure, but you must © 


be quick. 

Off you go, through the jungle, sear- 
ching for the dragons. Finally, you arrive 
at two enormous cave. You are ready to 
plunge into the caves. But which one 
should you enter? 


THE PROGRAM 
The program is written in Atari Pilot. 
It is short and simple. 


10 T3 “xxx DANGEROUS MISSIONS xxx 
20 PA3300 

30 Tt 

40 Tt 

50 TIWHAT IS YOUR NAME?\ 

60 Ai SNAME 


Christmas programs 


Continued from cover page 


1) CALL WCLEAR 


“20-PRINT THE CS? 3 “MERRY CHRTSTMAS 


PES TABCED 3 "IMs AUDREYs LARRY": 


c4 PRINT TAR CL 499 "NM" i TAB CLS) 3 "EE 
EP TAB Clos “RRRER": TABCL4 OF ORRRR 
RRR I TAB CLO oye yey 

er PRINT TABCisos "CHR": TABCIS) 5" 
TST STRB Ci Sos "MAS" 

30 LET =e 

40 LET Ti=200 

30 LET T2=600 

60 LET Ta=200 

?0 LET T4=150 

SO LET TS=45o 

90 LET Te=le00 

100 LET Bed=117 

110 LET Ci=131 

120 LET Di=i4?7 

130 LET El=165 

140 LET Fi=i1?5 

130 LET G1=136 

lel LET Ai=eeu 


170 LET Bel=e33 
1S0 LET Bi=e47 
130 LET C=26e 
elo LET D=294 
eld LET E=330 
ce LET F=349 
col LET G=392 
e40 LET A=4406 
col LET Bg=466, 
ch LET B=494 
er LET t3=5e3 
fan LET ps=5e7 


290 CALL SOUND(TisCsYsAtsYeFie vo 
300 CALL SOUND CTisAs¥eCsVaG1.49 
310 CALL SOUND(TisGs¥sBB1s¥sFis¥ 


sc CALL SOUNDCTisFsVsAla Vath Yo 
230 CALL SOUNDCT2sCaVeAis Valls Yo 
340 CALL SOUND ¢TisFis 3 

S20 CALL SQUND¢T4sCsVaAde Ya Cis Yo 
SEO CALL SOUND ¢T4eCsVeAis Va lis 
20 CALL SOUNDCTisCsVsAleva Fis V3 
SO CALL SOUND ¢TisAsYaCaVsCis Yo 
90 CALL SOUND ETL sts Vs Bids Vs Fda 


400 CALL SOUNDCTisFa Vs Als Vals ¥3 
410 CALL SOUNDCTSs Ds Vs Beds YD 
6420 CALL SOUNTCTIsFis vo 

$30 CALL SOUND CTLs Dave Beis VsGls¥ 


440 CALL SOUND CTis Biss Dis Vs Tits Yo 
450 CALL SOUND ¢TisAs Yala Ve Gis 
460 CALL SOUND ¢TisGal’s Bats tts Tis Yo 
$70 CALL SOUNDCTSsEs Vals Valls Yo 


70 Ti 
80 TiWELCOME TO DRAGON WORLD, $NAME! 
90 Ti 


100 
110 
120 
130 


450 
490 


SO 


sli 
ate ft 
Sst 
med 0) 
tet LI 
Se: 
ay 


SO CALL SOUND CTLs Ds Vs BR is Vs Giay 


PA3300 

xBEGIN 

T3 

T3YOU ARE STANDING IN FRONT OF THO 
TSDRAGONS’ CAVES. IN EACH CAVE 

TS THERE IS A FABULOUS TREASURE. 

T3 


PA3300 
TSONE OF THE DRAGONS IS FRIENDLY AND 


T3WILL BE HAPPY TO SHARE ITS TREASURE, 


Tt 
FA3300 


Ti THE OTHER DRAGON IS HUNGRY AND EVIL. 


T3WHEN YOU ENTER THE CAVE, IT WILL 


_TSEAT YOu. 


Tt 

PA3300 

TITHE DRAGONS LIKE TO TRADE CAVES, . 
T3YOU NEVER KNOW WHICH CAVE THE 
T3SMEAN DRAGON IS IN. 

PA3300 


T3 

TSWHICH CAVE DO YOU CHOOSE (1 OR 2)7?\ 
Ai 

T:7 

TSYOU ENTER THE CAVE. 

TiIT IS DARK AND SMELLY. 

T3A HUGE, UGLY DRAGON LEAPS OUT 
TZAT YOU AND ..- 

CtOeD=?\2+1 

M3#D 

PA? 400 

T3 

TY: GIVES YOU HIS TREASURE! 
CY3@Fe<1 

*xLOOFP 

soy?13 

PAY315 

SOY317 

PAY315 

Ssoyi20 

PAY315 

CY 2 @F=OF +1 


JY (OF <4) 3 LOOP 


TNE EATS YOU IN ONE BIG BITE!! 
$0N21,3,5 

PAN? 20 

SON?1,3,5 

PAN? S0 

$0:0,0,0 

T3 

PA3300 

TSWANT TO TRY AGAIN, SNAME?\ 
AtSTRY 

Mi YEAH, YES,SURE,OK,Y 

TY: 

JY3 «BEGIN 

Ti7 


E: 


CALL SOUND (Ti: Gis") 


CALL SOUNDATisCosVeEs Wells ¥9 
CACC SOUNT TT CS Ey oir © 


CALL SOUND CTLs Bes Va Es Vela 
PALL SQUNDCTisGsVaEs VaGis ys 
CALL SOUND CTS: Asa Fs Vals 9 

CALL SOUND CTisCis Yo 


CALL SOUND CTLs Cs YaeAlsVaFis Yo 


CALL SOUND CTisAsVsCa¥alis Vo 


CALL SOUNDCTisGs Vs Beds VsFis¥ 


CALL SOUND¢TisFsVsAls Waris ¥3 
) CALL SDUNDCT2sCeVs Als VeF is 9 


PALL SOUND ETL s Cis 


1 CALL SOUNDCTisCsaVaAlava Fis ta 
1 CALL SOUND CTisAs Vale Ve lis Yo 
N CALL SOUNDCTisGsVs Beis Ver is 


CALL SOUNDCTisFsVsAls¥sCis Yo 


CALL 
CALL 


SOUND CTS: Ds Vs BL sy) 
SOUND (Tis BRL» yo 


CALL SOUND CTis Ds Ys Beis ¥aFis' 


CALL SOUND CT1is Bits ‘s Ties Dis Yo 


CALL SOUND CTisAs¥sCs¥sG1s3 


1 CALL SOUND €TisGss Bis Walia 


) CALL SOUNDETisCSsVsEa Va lis yo 
J CALL SOUNDCTisCSsVaEs Vs Gis 
W CALL SOUND ¢TisCSsVeEs Vets Yo 
W CALL SOUND CTisCSsVsEs Yo 

J CALL SOUNDCTisDSsVsEs Ys Beis 


MN CALL SOUND CTisCSsVeEsVaAls Vo | 
1 CALL SOUNDCTis Bes VaEsVaGis¥3 
SO CALL SQUND Tis GaVaeEs Va Gis Yo 
1 CALL SOUND Ths Fo Vals VaF is 3 
1 CALL SOUND CTisAs Yaa Va ls Yo 


se CALL SOUND ETisAaVaFs Yala Vo 


tt 


CALL SOUND CTE AsVsFs Ves V3 


OP CALL SOUND CTisAs¥s Ps VsCa Vo 
MP CALL SOUNDCTisAs Ys Fs Vals ¥3 
I CALL SOUNDCT2sAsVaPs¥sCs Yo 
CALL SOUNDCTisAsVsFs Vals V9 
I CALL SOUND CTisCSs vars VaFs Vo 


CALL SOUND CTSs Fass Vo 
CALL SOUND CT4sGs¥sEs Vs Cao 


OD CALL SOUNDCTSs Ass Fs Ves yo 
Nn CALL SOUNDTis Cs yo 

1 CALL SOUNDCTis Bes Vs Es Vale Yo 
MD CALL SOUNDCTis Bes VaEs Vals Yo 
1 CALL SOUND ¢TSs Bes VsEs Vala Ys 
1 CALL SOUND (T4s Bes VsEs Yala 9 
1 CALL SOUND CTis Bis Ve Es Vals Wo 
1 CALL SOUND CTisAa Ys Pa Vale 3 
0 CALL SOUND CTisAaVePs Vals Yo 


Lines 10 to 380 are mostly print 


‘statements (T:) and pauses (PA:) to let 


you read the print statements as they ap- 
pear, one by one, on the screen. 

Line 60 is an input statement (A:) that 
lets you give your name. Line 330 lets you 
choose a cave to enter, 

The dragosn teleport back and forth 
between caves and carry their treasure 
with them. You never know which cave 
has the mean dragon. You handle the 
dragons’ cave-hopping by letting the 
computer select the cave of the friendly 
dragon at random. Line 390 computes a 
random number between 1 and 2, then 
stores it in the variable #D. Line 400 tests 
for a match between the random number 
and the cave number you selected on line 
330. If there is match, it means you found 
the friendly dragon. If not, too bad. 

The computer obeys lines 430 to 530 if 
there is a match between your number 


and the random number. (You selected 


the cave with the friendly dragon!) Lines 
450 to 530 are part of a loop — called 
*LOOP — that makes the computer play 
a happy sound (the musical notes C,E, 
and G) three times. 

If you chose the wrong cave — the cave 
of the hungry dragon — the computer 
obeys lines 540 to 580. It tells you that 
you have been eaten, and it plays a scary 
sound. | 

Line 590 turns off all sounds. 


1000 CALL SOUND CT4s Ase Pa Vale 5 
1010 CALL SOUND ¢T4s Ase Fe a a 
1028 CALL SOUND T Ls Aas Pa Watley 
1030 CALL SOUND CTisGa Va Fotts Bis Wo 
1040 CALL SOUND ¢TisGa¥aFa Vs Bis Wo 
1050 CALL SOUNDCTisAsVeFa Vs Bis ¥3 
Leo CALL SOUNDCTE» Gs YsEs\s Beis 
y 

1070 CALL SOUND CTes Coa Gas Ea Yh 
L060 CALL SQUNDCTisAsVeFa lela eh 
1090 CALL SOUNDCTisAsVaFs Vets 3 
1100 CALL SQUNDCTEs Asa Pals C5 Yo 
1110 CALL SOUNDeTisAss Fo Vials Yo 
1120 CALL SOUND ETis Ass Falls Cs Yo 
1130 CALL SOUND CT2s Ase Fs Valls yo 
1140 CALL SOUNDCTisAs Va Pa Vs Cs yh 
1150 CALL SQUNDeTis Ca Vs As Was io 
1160 CALL SOUND CTS s Fass Ys 

1170 CALL SOUND CT4aGa Va Es say 





Lines 620 to 660 give you the chance to” | 


choose a new cave. If you want to choose 


a new cave, the JY (jump if match) com- 
mand on line 660 lets you jump to line © 
110 at the beginning of the program. Line 
110 is labelled *BEGIN. 

You can make your dragon messages on 
line 430 and 540 really stand out by 
pushing the Atari symbol button ( JJ\ ). 
Remember to push the button right at the 
beginning of the message and immediate- 
ly after the message. | 

The T: commands on lines 340, 650 
and 670 are to clear the screen and make 
the messages easier to read. You make the 
command by pushing the Escape button, 
then by holding down the Ctrl button 
and (at the same time) pressing the Clear 
button. 

Next month we’ll head off on a new 
dangerous mission. In the meantime, try 
this mission to Dragon World. If you 
have ideas to improve the Dragon Wrold 
program, send them to me. Also, what 
sort of missions can you think up on your 
own? I am interested in Logo programs 
written on the TI 99/4A and Apple, and 
in Pilot programs written on the Atari. 
Send your ideas and programs to: 

Fred D’ Ignazio 
2117 Carter Road, SW 
Roanoke, VA 24015 

I’ll see you next month. In the mean- 

time, try not to get eaten! | 





CALL SOUND CTSsAsVaFa Yaa yar. 
CALL SOUND <Tists ¥5 siediatiaal 
CALL SOUNDCT1s Bes Vs Es Vas a 
CALL SOUND «Tis Bs Ve Es Vas 3 
CALL SOUND CTS: Bibs VeEs Vas Yo 
CALL SOUND ¢T4s Bibs Ve Ea as 5 
1 CALL SOUND CTLs Bes VsEs Vals Yo 
CALL SOUND CTisAsVaPs Yas V3 
CALL SOUND CTisAs Ys Pa ss Yo 
CALL SOUND (T4sAs Va Paves yo 
CALL SOUND ¢T4sAs 3 

CALL SOUND CTisCS:VsEs¥VsCia¥ 


a) 


fia es 


WO Le Le eo oo 


=. 


SS 


PoP 9 TT 1 Tis Fas Ps 


= 


HW CALL SOUND CTisCsaVeEs alia 
I CALL SOUND CTs Bs ¥VsEs¥sCis¥ 


fal 
—s 


CALL SOUND Tis GsVsEsVsCis ¥ 
CALL SOUND CTS Fs vale VaPi so 


Be ee pe be be pe pk pe pk pk et pe pe pe 


ia 
2 | 


1185} See SOHC te eae eel ee 


TO SCENE 

FULLSCREEN 

PRINT C* * * * HAPPY HOLIDAYS * * * #] 
HT PU Bk 30 PD 

FROSTY 

PU SETPOS [C-S0O 40] SETH © PD 

FOREST 

SNOW 

SPL ITSCREEN 

END 


TO FROSTY 
HT 

BODY 

HEAD 

HAT 

SCARF 
ARMS 

END 


TO FOREST 
REPEAT 3 CPINETREE MOVE) 
END 


TO PINETREE 

RT 30 TRI 30 

RT 60 FD 15 LT 90 PU FD 5S PD 

RT 150 TRI 40 ‘ 

FD 40 RT 120 FD 16 LT 90 REC 16 
END 


TO MOVE 
RT 90 PU FD 60 SETH O PD 
END 


TO TRI &=N 
REPEAT 3 CFD :N RT 120) 
END 


TO REC :N 

REPEAT 2 CFD :N RT 90 FD :N / 2 RT 90) 
END 

TO ARM 

FD 35 LT 30 FD 7 BK 7 

RT 60 FD 7 BK 7 LT 30 BK 35 

END 


TO ARMS 
PU FD 45 LT 90 FD 20 RT 120 PD 
M 


ARM 
PU RT 150 FD 60 LT 30 PD 
ARM 


END 


TO SCARF 

PU LT 90 FD S55 LT 90 FD 7 RT 90 PD 

FD 5 LT 90 FD 30 LT. 90 FD 5 

RT SO FD 30 RT 90 FD 10 RT 105 FD 30 
LT 170 FD 30 RT 90 FD 10 RT 105 FD 30 
END 


TO BODY 

CIRCLE 7 

PU RT 90 FD 36 LT 90 PD 
CIRCLE 1 

PU BK 20 PD CIRCLE 1 

PU FD 40 PD CIRCLE 1 
END 


TO HEAD 

PU FD 22 LT 90 BK 4 PD 

CIRCLE 5 

PU RT 90 FD 40 RT 90 FD 10 PD CIRCLE 1 
PU BE 25 PD CIRCLE 1 

PU RT 90 FD 20 PD 

REPEAT 18 CFD 2 LT 10] 

END 


TO HAT 

PU FD 40 LT 90 BK 5S PD 
BOX 3O BK 7 FD 44 

END 


TO BOX :N 
REPEAT 4 CFD :N RT 90) 
END 


TO CIRCLE :N 
REPEAT 36 CFD :N RT 10] 
END 


TO SNOWFLAKE 
REPEAT 12 CFD S BK S RT 40) 
END 


TO SNOW 

PU SETX -~70 SETY 70 PD SNOWFLAKE 
»PU SETX -95 SETY 90 PD SNOWFLAKE 
PU SETX -115 SETY 60 PD SNOWFLAKE 
PU SETX -20 SETY 80 PD SNOWFLAKE 
PU SETX 90 SETY 90 PD SNOWFLAKE 
END 





Donna Bearden and | want to thank all 
of the people who gave us such a fine 
reception at EDCOM ’82 in Los 
Angleles. The show was very successful 
for us. Most importantly, it showed us 
we're not alone in our belief that a struc- 
tured approach to teaching Logo will 
make both the language and the com- 
puter more readily accessible as learning 
tools in the schools. 

Our presentation was entitled ‘Turtle 
Graphics On and Off the Computer,” 
and detailed many of the concepts our 
group has developed in conjunciton with 
local schools and described in THE TUR- 
TLE’S SOURCEBOOK. In this presenta- 
tion and at our booth in the exhibit area, 
a number of questions were raised about 
teaching Logo to different age groups, 
and comparisons with BASIC and other 
languages. 

Because of the number of times these 
questions were raised, I would like to ex- 
cerpt from the first chapter of THE TUR- 
TLE’S SOURCEBOOK to again answer 
these questions for all those interested 
in... 

WHY LOGO? 

Why not BASIC? Pascal? FORTH? 
Smalltalk? Pilot? BASIC is certianly the 
most common language for personal com- 
puters. Why not just concentrate on this 
seemingly standard computer language? 

BASIC is not a standard language at 
all. Indeed, there are some 160 variations 
of the language for an equally wide range 
of computers. Some of these versions ap- 
pear to be entirely different languages 
even though they are all called BASIC. 
Certainly there are many computer pro- 
grams written in BASIC and these should 
not be overlooked. But as a general pur- 
pose programming language, BASIC real- 
ly leaves a lot to be desired. 

Over the more than twenty years since 
BASIC was introduced at Dartmouth 
University as a learning language, 
microelectronic technology has explod- 
ed. A computer that would have cost 
more than $20,000 to assemble in 1962 
can now be imprinted on a tiny chip that 
costs less than $1.50. In 1962, computers 
were designed primarily for mathematical 
and scientific calculations. Now they play 
colorful games that include a full range of 
sound effects and color graphics. Some 
talk. Others listen. Some can read. Still 
others can control your home. And all of 
this can be accomplished using an ex- 
tended version of that original learning 
language developed at Dartmouth. 

From a learning tool has evolved a 
series of computer languages that control 
microprocessor-based systems in in- 


dustrial plants, perform accounting func- 


tions on business computers, and play col- 
orful games on personal computers. Con- 
sidering all of the different commands 
and features that all of the different 
manufacturers have added to BASIC, is it 


really any wonder that it is not very easy 
to learn? 

BASIC is a very finite computer 
language that requires the programmmer 
to use a limited set of commands and sym- 
bols to design a program, one numbered 
line after another. Because of its heavy 
emphasis on symbolism, it is not a 
“friendly” language. While designed 
originally as a Beginner’s All-purpose 
Symbolic Instruction Code, it is no 
longer an _ easy-to-use conversational 
language at all. While some of the com- 
mands are English words, the context 
does not necessarily follow the conversa- 
tional meaning. 

BASIC has become quite complex. 
Novices find it quite difficult to write 
short, simple programs that do interesting 
things. Simple programs can, of course, 
be written in BASIC. However, many 
more lines of more sophisticated program- 
ming are required to match the im- 
mediate and more meaningful action of- 
fered by the newer ‘“‘friendly” languages. 
There are other choices for more efficient 
programming. 

Pilot is a more recent computer 
language which has some similarities to 
BASIC but is far easier to use. While it 
does not. offer all of the mathematical 
functions of BASIC, it offers extensive 
text processing capabilities. It is an 
outstanding ‘‘question and answer’ 
language, for example. 


LOGO bibliography 


“Logo is great! Where can I go to find 
more information about where and how 
the language is being used?”’ 

This list of articles and books will pro- 
vide a basic source for information on 
Logo and Turtle graphics. In that so 
many articles and books are being writ- 
ten, it is impossible to keep this list com- 
plete and up-to-date. Indeed, many of 
these sources will undoubtedly refer you 
to other sources of information. Should 
you want additional information, contact 
the Young Peoples’ LOGO Association, 
1208 Hillsdale Drive, Richardson, TX 
75081. Also, if you learn of other good 
sources or references, please let us know 
so that we can share these with our 
members, 


BYTE Magazine, September 1980, 
‘‘New Cultures from New 
Technologies,’’ Seymour Papert. Write: 
BYTE, P.O. Box 397, Hancock, NH 
03449 ? Fiasco 


CREATIVE COMPUTING, March 
1981, ‘‘Computers and Computer 
Cultures,” Seymour Papert.. 39 East 


‘Hanover Avenue, Morris Plains, NJ 


07950. 


Programmed Inquiry, Learning Or 
Teaching (PILOT) was designed to 
simplify the writing of educational pro- 
grams by teachers. In the process, it was 
also found to be an excellent language for 
young people to learn about computers 
and programming. Recently Atari Inc. 
and Apple Computer, Inc. have added 


Turtle Graphics to their versions of Pilot . 


making it even more attractive to 
youngsters. - 

Pascal and FORTH are two recent 
languages that have distinct similarities 
to logo. Both are very powerful, struc- 
tured, and procedural languages. But they 
are much more difficult to learn and to 
use than Logo. The symbolism and struc- 
turing of the language is a bit too com- 
plex for youngsters to easily grasp. Pascal 
includes some Turtle Graphics functions 
but these are not adaptable to a learning 
environment for young children. Valpar 
International, Tucson, Arizona, has 
published a Turtle Graphics utility in 
FOURTH which does offer an excellent 
potential for older children. 7 

On the other hand, Logo is a friendly, 
structured, procedural langauge which 
uses conversational English statements 
that allow even preschool children to 
become very actively involved with the 
computer after only a few minutes. 

Logo is a limitless language. If you want 
the computer to do something, you simp- 
ly teach it how. The preconditioning of 


ONCOMPUTING, Summer 1981, 
‘Seymour Papert: Spearheading the 
Computer Revolution,’’ and ‘Learning 


with LOGO.”’ P.O. Box 397, Hancock, | 


NH 03449. 


BYTE Magazine, June 1981, ‘LOGO for 
Personal Computers.” This presents an 
excellent comparison between TI LOGO 
and MIT LOGO. ‘Write BYTE, P.O. Box 
397, Hancock, NH 03449 


ELECTRONIC «EDUCATION, 
September 1981, ‘‘Society will balk, but 
the future may demand a computer for 
each child,’”’ Seymour Papert. Electronic 
Communications, Inc. Suite 220, 1311 
Executive Center Drive, Tallahassee, FL 
32301. 


KILOBAUD MICROCOMPUTING, 
September 1981. The issue is devoted to, 
“LEARNING WITH COMPUTERS. 
ARE THE SCHOOLS READY FOR 
THE CHALLENGE?” This is one of the 
best series of articles we have seen. It in- 
cludes descriptions of work done by MIT 
using LOGO to aid the disabled. Write to 
80 Pine Street, Peterborough New Hamp- 
shire 03458. 
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many adults will simply not allow them to 
accept such a simple, seemingly infinite 
concept. Indeed, the most confusing 
aspect of Logo is its simplicity. It requires 
nothing more than a logical imagination 
to explore its power. But it is not uncom- 
mon for people to want to act within 
well-defined and comfortable limits. The 
limitless is too often a threat to be feared 
rather than a challenge to be met. 

Programming in Logo is a fascinating 
exercise in imaginative thinking. The 
programmer starts by combining a few 
simple primitive commands into a pro- 
cedure. FORWARD, BACK, LEFT, and 
RIGHT can be used to draw a square and 
a triangle, for example. SQUARE and 
TRIANGLE then become their own 
universal. Logo commands that can be 
combined into other logo procedures. A 
TRIANGLE on top of the SQUARE can 
be named HOUSE. A small SQUARE 
placed within the larger one can be called 
WINDOW. Two or more houses can be 
grouped into a SUBURB. Two or more 
rows of suburban homes can be called a 
rite: 

Unlike other computer languages, each - 
step in a Logo procedure may be a Logo 
primitive command or a defined pro- 
cedure. These procedures become new 
Logo commands which can act in- 
dependently or ‘‘talk’’ to one another, 
one acting on command from another. 

See “Structured,” page 2 





PERSONAL COMPUTING, December 
1981. ‘Progressive Learning by Com- 
puter.”’ A very good description of TI 
LOGO. 50 Essex Street, Rochelle Park, 
NJ 07662. 


CREATIVE COMPUTING, December 
1981, ‘TI LOGO,”’ an evaluation of the 
language, and ‘‘Seymour Papert and the 
LOGO Universe.’’ Write CREATIVE 
COMPUTING, 39 West Hanover Ave., 
Morris Plains, NJ 07950. 


For a description of ‘‘Pilot’s Turtle 
Graphics for Atari,” write to RECREA- 
TIONAL COMPUTING, 1263 El 
Camino Real, Box E, Menlo Park, CA 
94025. This was published in the May- 


June issue. 


99’er Magazine regularly carries articles 
on LOGO. The first three issues have car- 
ried varied articles by Henry Gorman of 
Austin College, Sherman, Texas. Write 
to: 99’er Magazine, P.O. Box 5537, 
Eugene, Oregon 97405. 


See “‘Bibliography,’’ page 2 
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|Structured LOGO____ 


Continued from page | 

The beauty of the language is that it will 
do whatever the programmer tells it to 
do. 

In addition to being a well-structured 
procedural language, Logo is also interac- 
tive. Whatever the programmer enters on 
the keyboard is executed by typing the 


+ name of the command or procedure. To 


see the CITY described above, the pro- 
grammer simpley enters the word. To see 
SQUARE or any other part of the pro- 
cedure requires only entering the desired 
name. FORTH is a language that offers 
interactivity as does Pascal, but not to the 
full extent of Logo. And, of course, 
BASIC is not interactive at all. 


WHAT CAN YOU LEARN FROM 
LOGO? 

Many adults are understandably 
dubious about the value of drawing 
simplistic pictures on a computer screen. 
Why spend two to three hours developing 
a picture that any six-year-old could do 
with crayons in five minutes? 

Logo programming is a great thinking 
exercise. lot can be fascinating mental 
gymnastics. It offers programmers the 
chance to be as creative as they choose. 
But it also demands that they be creative 
in a logical manner. Each procedural step 
must be thought out and entered accor- 
dingly. Seemingly insurmountable pro- 
blems are broken down into ‘‘mind-sized 
bytes’’ and then assembled logically to 
solve the problem. 

Logo forces programmers to think as 
the computer “‘thinks.”’ It trains people 
to organize information into manageable 


procedures and then combine these in a 


logical sequence. Using the Turtle 
Graphics features of logo not only helps 
to develop the programmer’s visualization 
and perception, it helps to develop 
analytical and decision-making | skills. 
Even young children learn to deal with 
mathematical and geometric complex- 
ities that confound their parents. And 
this ability to think creatively does 
wonders for one’s self-esteem regardless of 
age. 

It is this confidence enhancement, 
combined with creative exercises in struc- 
tured thinking that offers so much to the 
developmentally disabled. Those who 
have such a negative and often destruc- 
tive attitude about their own potential 
can be made to see their own worth, their 
creative and imaginative abilities. One 
small triumph at a time, without fear or 
embarrassment from their peers or from 
teachers, they learn to control and 
develop their own sense of accomplish- 
ment. Certainly this takes time. But the 
computer is very patient. 

The practice in developing structured 
procedures which one gains from Logo 
helps to make other high level language 
much easier to use and much easier to 
understand. Learning to structure infor- 
mation is invaluable for developing well 
organized and -efficient -programs~ in 
BASIC and other languages. But there 
are many who believe other languages 
never quite seem right after their -ex- 
perience with Logo. 

BUT WHAT ARE THE YOUNG 
PEOPLE REALLY LEARNING? 

In August of 1981, after several YPLA 


|Turtles ranging in age from 6 to 10 had 


been using Logo for several months, they 


were asked to draw various abies on » 


blank paper. 


‘If the Turtle made 217 Turtle Turns, 
where would it be heading?”’ 


The same challenge was presented to 


several engineers who use drafting equip- | 


“ment and computer-aided design systems 
daily. The youngsters won hands down. 


Other than the fact that their lines were 
not as straight, all agreed that their ap- 
proximation of the angles involved were 
more accurate than “‘guesstimates’’ of the 
engineers. Even though they had many 
years of training, their conditioned 


reliance on other tools inhibited their | 


creative thought. 

Is there a lesson to be learned here, a 
lesson which demonstrates a whole new 
approach to creative thinking, to im- 
agination, and the effectiveness use of 
learning tools? Look to the young people 
for the answer. 


To many adults, learning by rote has’ 
been the way of life. However, the dic- 


tionary provides a most inteesting choice 
of words for its definition of that word: 


‘rote n. 1: the use of memory usually with 


little intelligence (learn by ——) 2: 
routine or repetition carried out without 
understanding or mechanically. 

This raises a most interesting question. 

Considering the speed of technological 
development and the new information 
being developed daily, does this not sug- 
gest the need for new approaches to lear- 
ning? Rather than learning facts by rote, 
would it not be of greater value to con- 
centrate on developing the analytical and 
decision-making skills of our young peo- 
ple? Rather than concentrate on teaching 
them to recall obsucre bits of informa- 
tion, would it not better serve their pur- 
pose to teach them to use their analytical 
skills to develop answers to rapidly chang- 
ing needs? 

Consider the current state of electrical 


engineering for a moment. An engineer | 


out of school for only three years who has 
not kept pace with 


obsolete. The state-of-the-art will have 
passed him by. 

Learning through the use of the Logo 
and the computer can help develop struc- 
tured thinking skills. But in the all-too- 
real world of limited resources, what is 
the best way to enable schools to provide 
environments where all students, not just 
a selected few, can have access to this 
powerful tool? Many schools will have to 
struggle with the problem of making the 
most of one computer for every one- or 
two-hundred students. It is important 
then that any time a student spends on a 
computer be meaningful. 


technological | 
‘development will find his education to be 


It is with this goal in mind that THE] 


TURTLE’S SOURCEBOOK has been 
published. This first edition presents the 
explorations of a number of young people 
of all ages both on and off the computer. 


It provides a very practical approach to | 
the exploration of structured thinking | 
through Logo. Logo worksheets along | 


with a wide range of off-computer pro- 


jects help to make the power of the com-. 


puter come alive for a room full of 
youngsters. Within this structured/prac- 


tical approach to teaching Logo, there is 


a great deal of room for self-discovery. 
With time and resource factors a hard 
reality, it is imperative to make this self- 


discovery process as productive as possi-' 


le. 


You are invited to use the order blank 
~ onthe last page of this newspaper or write 


to the YPLA for more information: 


Continued from page | 

INTERFACE AGE, December 1981 Ar- 
ticles describe user friendly languages in- 
cluding Atari Pilot with Turtle Graphics, 
and TI LOGO. Write to 16704 Mar- 
quardt Avenue, Cerritos, CA 90701. 


THE COMPUTING TEACHER, 
VOLUME 8 NO. 5, LOGO: A Computer 
Environment for Learning Disabled 
Students. By Sylvia Weir and Daniel 
Watt. Contact THE COMPUTING 
TEACHER, Dept. of Computing & In- 
formation Science, University of Oregon, 


Eugene, OR 97403. 


MICROCOMPUTING, March 1982, 
“Logo, Not Just For Kids,’’ by Harold 
Nelson. Write MICROCOMPUTING, 
Pine Street, Peterborough, NH 03458. 


SOFTALK, “LOGO, The Voice of the 
Turtle,” by Jim Muller. Also, ‘‘The New 
Shell Game’’ by Roe Adams. July 1982. 
SOFTALK Magazine carries a regular col- 
umn on Logo by the YPLA. Contact 
SOFTALK, 11201 Magnolia Blvd., 
North Hollywood, CA 91601. 


COMPUTE Magazine carries a regular. 
column by David Thornburg entitled 
‘Friends of the Turtle,’’ which describes 
Logo and other Turtle Graphics 
languages. Write COMPUTE, P.O. Box 
5406, Greensboro, N.C. 27403. 


For more information on the organiza- — 


tion, FRIENDS OF THE TURTLE, write 


C/o = PO;: Box 1317, Los -ZXltos CA, | 


940272. 
BYTE Magazine, August 1982. This issue 


was devoted to Logo and including many 
artilces describing the language and its 
application. BYTE Magazine, P.O. Box 
372, Hanford, N.H. 03449. 


POPULAR MECHANICS, September 
1982, a special feature article on Logo 
and personal computers. Write to 257 
West 57th Street, New York, NY 10023. 


CREATIVE COMPUTING, October 
1982, “The Friendly Languages,’’ by Jim 
Muller. Write to the magazine at 39 West 
Hanover, Morris Plains, NJ 07950. 


TURTLE GEOMETRY, by Harold 
Abelson and Andrea diSessa, 1981, MIT 
PRESS. This is an excellent book that ex- 


plores many of the possiblities of turtle 


graphics, from basic shapes to the theory 


of relativity. 


LOGO AND THE APPLE II, APPLE 
LOGO: These are two books published 
by BYTE Publications that describe the 
various versions of LOGO. Contact 
BYTE Publications, 70 Main Street, 
Peterborough, NH 03458. 


PICTURE THIS, by David Thornburg, 
1982, Addison-Wesley. This is one of 
several excellent books by Dr. Thornburg 
on turtle graphics on the Atari computer. 


LOGO & EDUCATIONAL COM- 
PUTING JOURNAL: A new journal to 
be published by Krell Software Corpora- 
tion, 1320 Stony Brook, NY 11790. 


THE NATIONAL LOGO EX- 
CHANGE: A monthly newsletter for 


LOGO Bibliography___ 


teachers and parents published by Posy 
Publications, P.O. Box 5341, Charlot- 
tesville, VA 22905. 


~ LOGOPHILE is a periodical published by 


the College of Education, MacArthur 
Hall, Queen’s University, Kingston, On- 
tario K71 3N6. Contact Dr. William Hig- 


ginson. 


FOLLK, Friends of LISP/Logo & Kids, is 
a non-profit educational and scientific 
corporation formed by a group. at San 
Francisco State University. write to 436 


Arballo Drive, San Francisco, CA 94132. 


For more information on the MIT Logo 
Memos listed below, contact the MIT 
LOGO GROUP, 545 Technology 
Square, Cambridge, MA 02139. 


Abelson and diSessa, ‘Student Science 
Training Program in Mathematics, 
Physics, and Computer Science.’’ Ar- 
tificial Intelligence Memo #29, MIT 
1976. 


Feurzig, Paper, Bloom, Grant, and 
Solomon, ‘‘Prograniming Language as a 
Conceptual Framework for Teaching 
Mathematics.” Report No. 1889, Bolt, 
Beranek and Newman, Cambridge, MA 
1969. 


Papert, “Uses of Technology to Enhance 
Education,” Artificial Intelligence Memo 
-198, LOGO Memo-8, MIT 1973. 


Papert, Abelson, diSessa, Watt, ‘‘Assess- 


ment and Documentation of aChildren’s it 


Computer Laboratory.”” Al Memo —460, 
LOGO Memo —48, MIT, 1977. 


Papert, diSessa, Watt, Weir, ‘Final | 
Report of the Brookline LOGO Project, 
Parts I, II, and III,”” Al Memos —546, 
LOGO Memos —53 and —54, MIT 1979. 


Papert and Solomon, ‘“Twenty Things to 
Do With a Computer. ” AI Memo -3, 
MIT, 1971. 


Papert and Weir, ‘Information Pro- 
sthetics for the Handicapped.’’ Al Memo — 
—496, LOGO Memo —51, MIT 1978. 


Weir, “The Use of LOGO for the 
Diagnosis of Children’s Disabilities in 
Areas of Spatial Reasoning, and the Use 
of LOGO for Remediation.” Internal 
working paper, MIT LOGO Group, 
1979. 


Weir, “Evaluation and Cultivation of 
Spatial and Linguistic Abilities in In- 
dividuals with Cerebral Palsy.’’ AI Memo 
-570, LOGO Memo —51, MIT March © 
1980. 


Weir and Emanuel, ‘‘Using LOGO to 
Catalyst Communication in an Autistic 
Child.” Dept. of Artificial Intelligence 
Memo -15, University of Edinburgh, 
Edinburgh, Scotland, 1976. 


The following is a partial list of sources 
for information on the use of computers 
and computer technology to aid the han- 
dicapped. As with the sources for infor- 
mation on Logo, each of these may well — 
prove to be a source of additional infor- 
mation. | 


Continued on page 3 
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Continued from page 2 
CLOSING THE GAP: This is a 


_ newspaper dedicated to serving the han- 
dicapped community with information 
on the use of microcomputers for the 
physically and mentally disabled. Con- 
tact them at Route 2, Box 39. Hender- 
son, MN 56044. ~ 


Handicapped Education Exchange, 
11523 Charlton Drive, Silver Spring, 
Maryland 20902. For access to the HEX 
System, call (301) 593-7033. To call 
Richard Barth of HEX, call (301) 
681-7372. 


National Paraplegia Foundation, 3400 
Hulen, Fort Worth, TX 76107. Jack 
Kishpaugh and the NPF have developed 
an excellent, low-cost program for adap- 
ting the T199/4A Home Computer to the 
needs. of the physically handicapped. 
Jack’s ‘‘shade tree’’ adaptations allow a 
handicapped person to operate the com- 
puter with only a mouthstick — console, 
monitor, cassette recorder, disk system, 
and modem. 


The Trace Research and Development 
Center for the Severely Communicative- 
ly Handicapped, University of Wiscon- 
sin, Meadison, is organizing an Interna- 
tional Software Registry of programs for 
handicapped individuals. Contact 
George C. Vanderheiden, Director, 
Trace Center, 314 Waisman Center, 
1500 Highland Avenue, Madison, 
Wisconsin 63706 (608) 262-6966. 


For more information on the Johns 


Hopkins | University competition to — 


develop applications of the personal com- 


puter for the handicapped, contact: Paul. 


L. Hazan, The Johns Hopkins University, 
Applied Physics Laboratory, Johns 
Hopkins Road, Laurel, MD 20810. 


A report on the Johns Hopkins pro- 
gram has been published by the IEEE 
Computer Society. It describes the top 
100 entries to the competiion. Write to 
IEEE Computer society, P.O. Box 80452, 
Worldway Postal Center, Los Angeles 
CA 90080. Ask for Publication -392. 


From the Computer Using Educators 
newsletter comes the following resource: 
Robert Kawka of Kolb Junior High 
School, 2351 N. Spruce Street, Rialto, 
California 92376, has developed a 
bibliography of material related to com- 
puters in special education. For a copy, 
send a stamped — 2 stamps required — 
self-addressed envelope to Mr. Kawka. 


Apple Computer, Inc. publishes a 
Resource Guide on applications of the 
personal computer to aid the handicap- 
ped. Write Resource Guide, Marketing 
Service Department, Apple Computer 
Inc., 10260 Bandley Drive, Cupertino, 
CA 95014. 


The EIES — Electronic Information 
System — is an information exchange on 
aids to the disabled. Write EIES, New 
Jersey Institute of Technology, Newark, 
NJ 07102. | 


TYPE—’N—TALK (TM) from Votrax, 
500 Stephenson Highway, Troy, MI 
48084, is a speech synthesizer that can be 
used by any computer with an RS232 in- 
terface. Through the use of a_ built-in 


phonetic text-to-speech algorithm, it of- 
fers a virtually unlimited vocabulary. Sug- 


gested retail: $375.00. 


TERMINAL EMULATOR II, Texas In- 
struments, P.O. Box 53, Lubbock, TX 
79408. TE II includes text-to-speech 
capabilities that include changes in pitch 
and inflection for more natural sounding 


speech. The Solid State Software (TM) 


command module also includes terminal 


emulation software for verbal communca- 
tion via modem. | 


Contact HC Electronics Inc., P.O. Box 
2741, Laguna Hills, CA 92653, for addi- 
tional information on ‘‘Handi-Voice,”’ a 
synthetic speech aid. 


SHADOW-VET is a unique voice entry 
terminal for the Apple II that is well- 
suited for the handicapped. Contact 
Scott Instruments, 1111 Willow Springs 
Drive, Denton, TX 76201. 


The VOICE BOX for Atari and Apple 
Computers is manufactured by THE 
ALIEN GROUP, 27 West 23 Street, 
New York, NY 10010. 


For information on electronic adaptive 
aids for the handicapped, contact THE 
HANDLERS, P.O. Box 13178, Tucson, 
AZ 85732. | 


HELP-MATE (TM) System 1000, uses a 
TRS-80 computer as part of a new com- 
munication aid for the physically han- 
dicapped. Contact B&W Applied 
Science Laboratories, 335 Bear Hill road, 
Waltham, MA 02154. (617) 890-5100. 


HOMEWORK Is an employment alter- 
native program for the homebound, long- 
term disabled employee. Contact 
HOMEWORK, Control Data Corpora- 
tion, P.O. Box O, Minneapolis, MN 
55440. 


CREATIVE COMPUTING, March 
1982, Several articles are included that 
describe applications of the personal com- 
puter for the handicapped. Write the 
CREATIVE COMPUTING, 39 East 
Hanover Avenue, Morris Plains, NJ 
07950. 


SOFTALK, February 1982, ‘‘Apples See, 
Hear, and Touch for Those Who Can’t.”’ 
Write SOFTALK, 11201 Magnolia 
Blvd., North Hollywood, CA 
91601.’’>APPLE, The Personal Com- 
puting Magazine. Volume 2, No. 2. 
“Voice Recognition” by Betsey Gilbert. 
Write APPPLE, ©/o Apple Computer 
Inc., 10260 Bandley Drive, Cupertino, 
CA 95014. 


For information on the International Ap- 
ple Corps special interest group on ap- 
plications for the handicapped, contact: 
David McFarling, Handicapped SIG, In- 
ternational Apple Corps, P.O. Box 976, 
Daly City, Ca 94017. | 


From Sandra J. Weber, 93 Fonthill Park, 
rochester, NY, a resource consultant on 
disabilties/resources: 


“Electronic Aids for the Severely Han- 
dicapped,” a free catalog of custom soft- 
ware and electronic devices for the 
communication-impaired, from Prentke 


eee, 


ae, 


Romich Co., R.D. 2, Box 191, Shreve, 
OH 44676. 


‘Communication Outlook,’’ a quarterly 
newsletter available for $12/yr from Ar- 
tificial Language Laboratory, Computer 
Science Dept., Michigan State Universi- 
ty, East Lansing, MI 48824. — 


THE FIRST REGIONAL CON- 
FERENCE ON TECHNOLOGY AND 
SPECIAL EDUCATION: 


May 22, 1983 at Mill Neck Manor | 


Lutheran School for the Deaf, Frost Mill 
Road, Mill Neck, NY 11765. Contact: 
Dr. Delores Shanahan, Commack Public 


Schools, Indian Hollow Computer Lab, 
Kings Park Rd., Commack, NY 11725. 


IF YOU HAVE ANY ADDITIONAL 
INFORMATION ON HARDWARE, 
SOFTWARE, ADAPTIVE AIDS, OR 
OTHER SOURCES OF OTHER IN- 
FORMATION, PLEASE SEND THEM 
TO US SO WE CAN DISTRIBUTE 
THIS INFORMATION TO OUR 
MEMBERS. 


Who knows, ‘maybe someday a 
youngster will walk up to you and say, 


“Thank you.” 


The National Logo Exchange ——__ 


Tom Lough, a long time member of the 
YPLA from Charlottesville, Virginia, has 
gathered together a group of writers and 
educators to publish THE NATIONAL 
LOGO EXCHANGE. The two issues 
that we have seen to date have been filled 
with suggestions and comments on Logo 
in the classroom. 

The National LOGO Exchange is just 
that: a national medium for the exchange 
of successful, practical logo teaching ideas 
and techniques. As such, it is a newsletter 
dedicated to teachers who are already us- 


ing or who are preparing to use Logo in 
their classrooms. However, it is also an 
excellent resource for education depart- 
ments of colleges and universities which 
are interested in following or par- 
ticipating in the development of practical 
Logo teaching techniques and 
philosophies. Additionally, parents and 
others who have an interest in Logo are 
invited to subscribe and participate. 
You'll find a coupon below which you~ 

can use to send for more information 


about the National LOGO Exchange. 





THE NATIONAL LOGO EXCHANGE 


A MONTHLY LOGO NEWSLETTER FOR TEACHERS 


The National 


LOGO Exchange is a monthly newsletter which provides 
teachers with practical suggestions for 


implementing the powerful 


LOGO computer language in the classroom. The key word is practical, 


because 


the emphasis is on doing. Published September through May 


and mailed FIRST CLASS, the National LOGO Exchange acts as a forum 
for the exchange of ideas, philosophies, and techniques of teaching 


and using LOGO. You will read what teachers 


across the country are 


doing with LOGO, and get ideas about what you can do. Articles on 


the use of the popular "turtle 
information about the 


list processing. Columns by well-known 
well as practical articles submitted by 
and LOGO program evaluations are 


featured each month, as 

subscribers. Book reviews 
important parts of the 
timely information 


almost anything. The National LOGO Exchange 
is an excellent reference for any school where 
LOGO is used. Join the LOGO family 
LOGO Exchange, ATTN: Gene Stoneman, Box 5341, 
Published by Posy Publications, a part 


monthly publication 


year. The National 
Charlottesville, VA 22905. 
of The Posy Collection. 


graphics" 
lesser-known but powerful LOGO functions of 


newsletter, 
and recommendations. LOGO can be used to teach 


are included, as well as 


professional educators are 


providing the teacher’ with 
can show you how. This 


and subscribe now! $25.00 per 


Fill out and mail to: The National LOGO Exchange 
| Attn: Gene Stoneman 


Box 5341 


Charlottesville, VA 22905 


YES! 13 
enter my subscription for ___ 


want to subscribe to The National 
1 year for $25.00 


LOGO Exchange. Please 
2 years for 


$45.00. I understand the newsletter is published monthly, September 
through May, and is mailed to me FIRST CLASS. 


Payment enclosed by personal check. 


Visa 


_... Credit card __ Mastercard —__ 
Card number and expiration date: 
Bank which issued your card: 


Mastercard bank number: 


Please bill my school system. ___ Purchase order attached. 
_ Billing information and authorization on reverse side. 
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Logo and the learning disabled 


We want to thank all of you who 
responded to our article on Logo and the 
Learning Disabled. The complete listing 
of the procedure mentioned along with 
more information will be presented in our 
December column for SOFTALK 
Magazine, Logo, The Voice of the Turtle. 
Each month, we write different stories 
and applications for SOFTALK that we 
do not duplicate here or in other articles. 
The procedure is, however, part of our 
software exchange and available on our 
disk APPLE LOGO 43. 

The goal of this and a number of other 
procedures which we have is to provide 
even the severely developmentally disabl- 
ed youngsters with the opportunity to ex- 
perience their own unique small learning 
triumphs. One of the -- if not the most 
important aspect of these single keystroke 
utilities is that they provide the child 
with a sense of accomplishment while be- 
ing able to explore his own potential on 
the computer. 

Certainly these procedures can not be 
used alone. The students need a lot of 
guidance. Cue cards are of immeasurable 
value with listings of commands and ac- 
tions shown in a manner that the 
children will readily understand. While 
the youngsters need guidance and 
motivation to do their best, there is a 
quote from D. H. Lawrence which is most 
timely here, expecially in terms of the 
type of guidance required. I used it to 
preface my article in the August issue of 
BYTE magazine, but it fits even better in 
this situation. 

‘And this is the way to educate 
children: the instinctive way of mothers. 
There should be no effort to teach 
children to think, to have ideas. Only to 
lift them and urge them into dynamic ac- 
tivity. The voice of dynamic sound, not 


the words of understanding. Damn 

understanding. Gestures and touch and 

expression of face, not theory. Never 

have ideas about children -- and never 
have ideas FOR them.”’ 

From ‘‘Fantasia of the Unconscious 

and Psychoanalysis of the 

Unconscious,’’ by D. H. Lawrence. 

Give youngsters the opportunity to ex- 

cel. But don’t define the measurement of 

excellence for them. Help them define 

their own level of excellence. Help them 

to slowly but surely explore the limits of 


- their own creativity. But they must know 


that it is their level of creative excellence 
and not any one else’s. 

The biggest problem that we have ex- 
perienced is the situation where un- 
natural limits or mesaurement cirteria are 
set for the children. They need to be able 
to. set their own performance levels. And 
they may well need a lot of guidance to 
do so. This is why we repeatedly talk 
about the YPLA as being a dynamic car- 
rot leading a cart designed and built by 
the young members. Our goal is merely to 
provide the framework that will help 
them channel their own energies to best 
advantage. Where necessary, we help 
them find their level of ‘‘best 
advantage.” 

Much has been said about the need for 
children to be able to rationalize their 
own sense of accomplishment. To. a cer- 
tain point, this is true. But it is far too 
easy for a child filled with self-hate to ra- 
tionalize even the most feeble effort as an 


accomplishment. On more than one oc- . 


casion, I have heard a youngster say that 


his program isn’t much good but he can’t 


really do good work anyway. 

On other occasions, I have seen 
youngsters rationalize their performance 
to merely get back to the aracade game 


Kaye Johns academy openings____ 


Our schooi for children with a general 
IQ range of 70-85 opened this fall. 

We are currently accepting children 
age 10-15, although exceptions may be 





THE LIONS FOUNDATION FOR THE 


Shadow Children 


considered under special circumstances. 
The school is located in the Central 

Lutheran Church, 1000 Easton Road in 

East Dallas (not far from Garland Road). 


We began in September with one 
teacher and eight students (‘I hope I 
never have to go to another school!” and 
“This will be my school forever,” are a 
couple of quotes from children). 


We are now ready to open a second 
class. 
Please ask interested parents to call the 


Academy: 214-324-3939. 


Krell announces graphics board___ 


Ever try to design a display like this in 
Applesoft(C)? Pretty difficult, isn’t it? 
Now try to animate it. Give up? 





Krell Software Corporation announces 
the availability of the Ciarcia High- 


Resolution Sprite Graphics Board. This - 


board will enable you to maintain as 
many as 32 Sprites (single color figures of 
8x8 or 16x16 Pixels) at one time or Hi- 
Res Alpha-Numerics, all with a solid- 
color backdrop, 


The Sprite Graphics Board is Apple(C) 
slot-compatible (just plug it in) and, with 
Krell’s Multi-Video Board (included), on- 
ly one monitor is needed to display both 
normal Apple(C) Video or Sprites. 

The Sprite Graphics Board comes with 
2 disks: Demonstration Software and The 
Sprite Editor with Full Documentation. 
Price $325. 

This board is fully compatible with 
MIT’s Logo, as distributed by Krell Soft- 
ware Corporation. The Krell version of 
Logo includes utility procedures for 
Sprites. Price $450 (complete set includes 
Krell’s Logo). 

Also available for TRS-80 $325. Con- 
tact Krell Software, 1320 Stony Brook 
Road, Stony Brook, New York 11790, 
(516) 751-5139. ? 


they had been playing before. In the long 
run, however, when these youngsters 
have to come back to their work, they 
really don’t feel very good about it. They 
tend to be their own worst critics, 

But when challenged, motivated or 
otherwise coerced into sticking with a 
problem until they feel good about it, 
most youngsters -- preschool to senior 
high -- develop a remarkable and very 
visual sense of well-being. 

This is among the most valuable con- 
tributions of Logo. The youngster starts 
with a nebulous dream, he explores that 
dream at his own pace, on his own terms, 
in a unique learning environment of his 
own making. She or he will then define 
the elements of that dream and assemble 
them into a structured procedure. They 
know what they have done. They may 
not be able to explain it very well, but 


Preschool help wanted 


We have gotten numerous requests 
lately for information on working with 
preshoolers on computers. Because there 
seems to be such a big need for sharing in- 
formaiton on creative, meaningful ways 
to introduce young children to the com- 
puter, we are issuing a plea for your help. 

If you are working with preschoolers, 
would you please take some time to write 
us a letter about what you are doing. If 
you know soemone else who is working 
with youngsters, please pass this request 
on to them. We will compile your sugges- 
tions and ideas into an article, brochure, 
or something that we can then send back 
to everone who participates. We will also 
publish ideas in further issure of LOGO 
NEWS. 


' We know there a lot of good ideas out. 


there and we can all learn from each 
other’s experiences. What programs are 
you using? Is it an optional activity for 
the children? What is) your com- 
puter/child ratio? What successes have 
you had? Would you share any failures or 
bad experiences you’ve had to help so- 
meone else from making similar mistakes? 
These are some of the questions to think 
about. 


Arizona State 
Conference 1982 


The College of Education at ASU is 
hosting the third annual Microcomputer 
in Education conference with the theme, 
‘Forward to the 3 C’s: Communicating, 
Calculating, and Computing.’’ The dates 
are March 17 to 19, 1983. Persons in- 
terested in presenting, attending, or ex- 
hibiting should contact the conference 
co-director, Marilyn Sue Ford at B-47 
Payne Hall, College of Education, 
Arizona State university, Tempe, 
Arizona 85287. 

The YPLA will be there in force with 
two presentations of our structured ap- 
proach to Logo and the computer. One 
presentation will concentrate on ac- 
tivities for primary grades while the other 
will deal with concepts more applicable 
to middle school and junior high school 
students. If possible, we also plan to pre- 
sent programs in Pilot designed to ac- 
complish the same objectives. 

For those interested in the proceedings 
for the 1981 and 1982 conferences, these 
are available at $15.00 each from Marilyn 
Sue Ford at the address given above. 


there is a marvellous sense of accomplish- 
ment that builds -- maybe very slowly, but 
it is an unmistakable and very valuable 
experience for all involved. 


Within the YPLA Software Exchange, 
we have a number of single keystroke pro- 
cedures which can be used very effective- 
ly with primary grades and younger, or 
with the learning disabled. There are 
some other math and language game pro- 
grams that can serve the same purpose. 


Our first compilation of these procedures, 
is now on a new YPLA Software Ex- 
change disk’ identified as PRESCHOOL 
1. If you have any procedures for 
preschool or learning disabled youngsters, 
send them in and we will exchange them 
for our procedures. Otherwise, this disk is 
available for $10.00 folowing the regular 
rules of our software exchange. 


Since we would like to include 
something in our January newsletter, 
please send us information by December 
15. If you have information but can’t get 
it to us by the, send it anyway. This is a 
continuing concern and we will continue 
to share good ideas as we hear of them. 

Write to Donna Bearden, YPLA, 1208 
Hillsdale Dr., Richardson, Texas 75081. 


Would you 


believe a 


talking piano? 


As many of you know who have been 
following our activities with the Scott In- 
struments SHADOVET™ Voice Entry 
System, we have been exploring the 
potential of voice recognition and speech 
synthesis for the handicapped. Recently 
we were presented with a delightful 
challenge which we hope to meet in a 
most unique manner. 

I recently purchased the least expensive 
toy piano I could find at a local TOYS ’R 
US store. It has eighteen keys. Each of 
the tones of these keys provides an input 
to the computer through the Scott 
SHADOVET system. 

So far, I have managed to do some 
rudimentary Logo programming by play- 
ing my new piano, but the real kicker is 
going to to come when I attach an ECHO 
II speech synthesizer to the system and 
have the computer respond with speech 
to my notes played on the piano. 

The challenge is a young first grade stu- 
dent crippled with cerebral palsy. She 
cannot talk, nor does she have much con- 
trol over her muscular movements. | am 
going to glue some extended paddles onto 
the keys of my new piano to give her a 
bigger target to hit. Then, who knows, we 
may unleash another genius. 

We have just started with this project 
and the only thing that I know now is 
that I can, indeed, provide reasonably 
reliable inputs to the computer through 
this little piano keyboard. Certainly if I 
went to a sound synthesizer or other elec- 
tronic device, the sound would be better 
and more easily recognized by the 
SHADOVET, but I would rather use the 
simplest methods possible because if it 
works with my piano, it will work with 
anything else. 

With no pu intended, STAY TUN- 
ED. 








X 


‘brian 


Type Attack from Sirius Software, Inc. 


It isn’t often that we really rave about a 
piece of new software. However, the new 
typing arcade game from Sirius Software, 
Inc. is just such a package. It is another of 
the prizes for Graphics Contest 2. 

It happened on the far away planet of 
Lexicon. I know it .sounds strange, but 
one day the alphabet began to attack 


from the sky. Yes, giant groups of letters. 


attacked out of the sky and dove toward 
the ground. 

As peculiar as this problem may sound, 
the solution proved to be just as odd. It 


alphabet. For instance, if the letters ] H B 
D F began to fall, their attack could be 
halted by a citizen typing out J H B DF 
on the typewriter keyboard. 

This was so effective that soon the let- 
ters began to team up and attack as words 
too! Although more challenging, it was 
discoverd that words could be repelled in 
the same manner. 


While this curious situation was first 


looked upon as a terrible inconvenience, 
it was soon decided that every cloud has 
its silver lining. You see, the good citizens 


Professional educator Jim Huasr_ has 
teamed up with the fast-action game ex- 
perts at Sirius to duplicate the curious 
falling alphabet of Lexicon. Now earthl- 
ings can learn to type quickly and ac- 
curately and have fun too! 

Featuring 39 pre-programmed lessons, 
up to 60 user defined lessons, real-time 
words per minute bar, save game and high 
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scores to disk. You can’t help but learn to 

type with this fact-action typing game. 
Type Attack was:specially designed for 

earthlings who own Apple II or II— com- 


puter with 48K memory and one Apple 


disk drive, or an IBM PC with 48K and 
one disk drive, or an Atari 400/800 or a 
Commodore VIC-20. Suggested retail 
price is $39.95. 


Atari Graphics Programs 


Continued from page | 





was found that a typewriter keyboard aim- —_ of Lexicon are now the best typers in the Program I 
ed skyward could repel the plummeting _ galaxy! 2 Caaevare Gade os vee 
. 2 LIST "P™ 


S DEG :DIM X(500),Y (500) ,A(500) , B( 500) 
10 FOR I=1 TO 500 
alk to your computer so Yilicomttea sie 
30 YC(ID=SINCI#1.9) #47447 
40 A(T) =COS(1#5. 34) #78+78 


50 BC(ID=SINC(I#5. 1) #47+47 
55. ? I 


Programs: Continued from page | pe tl 7+16:SETCOLOR 2,5,1:COLOR 1 


67 REG=709:LUM=7:C=1 
70 FOR I=1 TO 500 


TI LOGO ue PRINT CANOTHER WEIRDIOs HUH? 74 TaTeit IF T=6 THEN T=0:POKE REG, INT(RND (0) #15) #16+LUM:REG=REG+1:C=C+1:IF C=4 T 
abies toe 72 IF REG=711 THEN REG=708 
| PROCEDURES PRINT C J Ea Ree Ne 73 COLOR C 
ain a aaa a PRINT (Mi BEST FRIEND IS AN ATAR 80 PLOT X(I),Y(I):DRAWTO A(I),B(I) 
I IN MISSOULA; MONTANA J 81 PLOT 158-X(1),Y(I):DRAWTO 158-A(1),B(I) 
TO TALK PRINT C J] 82 COLOR 0 é 
PRINT CWHAT’S YOUR NAME? J Th IO YOU KNOW WHER SSO 85 IF I>10 THEN PLOT X(I-10),Y(I-10):DRAWTO A(I-10),B(I-10) 
PRINT SENTENCE {HELLO J READLINE AIS? Jo NT MERE MISSOUL eee ea ee 
TEST READLINE = (NO 7 90 NEXT I 
PRINT CHAVYE YOU EVER TALKED Jj IFT PRINT CFLEASE FIND OUT FOR M 100 GOTO 65 


PRINT [CTO A COMPUTER BEFORE? 1 E ] 
TEST READLINE = {NO ] PRINT CI“D REALLY LIKE TO GO THE Program II 
IFT PRINT COH BOY! A BEGINNER ] RE ] i LPRINT CHRS (27) 5 "E* 
IFF FRINT CDON’T WORRY: I WONsT PRINT £7 i | 
TELL ANYONE ] PRINT CTHAT’® ALL FOR NOW loratiaice: ¥s1kseae 710, 7#16+7 
PRINT £€ ] PRINT CI“VE GOT TO 60 CALL A TRA |. 45 COLOR 1:FOR I=81 TO 83:PLOT 0,I1:DRAWTO 159, I:NEXT I 
PRINT CWHO IS YOUR. BEST FRIEND? VEL AGENT ] 16 COLOR 3:FOR I=84 TO 95:PLOT 0,I1:DRAWTO 159, I:NEXT I 
7] PRINT C€ ] 17 FOR I=1 TO 40:COLOR 2:PLOT RND(O) #159,RND(O)#*79:NEXT I 
PRINT SENTENCE (CDOES 1] READLIWE PRINT CHOW DO YOU USUALLY SAY ipa: Bly Sag AOR 
_ PRINT [TALK TO COMPUTERS? J PRINT CGOODBYE TO A FRIEND? J 40 H=INT (RND (0) #20) 
TEST READLINE = (NO ] PRINT SENTENCE (OK: ] RPEADLINE 50 P=INT(RND(O) #139) +5 
IFT PRINT (OH WELL: WE CAN’ T ALL END | |) 60° COLOR O:PLOT P-1,81:DRAWTO P-1,79-H:DRAWTO P+W+1,79-H: DRAWTO P+W+1,61:DRAWTO 
BE PERFECT J ## DONE #+ | F-1,81 3 


70 COLOR INT(RND(O) #3) +1 

80 FOR A=80 TO 80-H STEP -1 

90 PLOT P,A:DRAWTO P+W,A 

100 NEXT A 

110 NEXT Z 

120 A=PEEK(106)-32:POKE 54279, A: ADDR=A#256 

130 POKE 559,58 

140 POKE 53277,3 

150 FOR I=ADDR+600 TO ADDR+2048:POKE 1,0:NEXT I 


MIT LOGO 


TO TALK 

PRINT CWHAT’S YOUR NAME?) 

PRINT SENTENCE CHELLO,] REQUEST 
PRINT CHAVE YOU EVER TALKED) 
PRINT CTO A COMPUTER BEFORE?) 


IF REQUEST = CNO) THEN PRINT COH BOY! A BEGINNER! J 
PRINT CDON’T WORRY. I WON’T TELL ANYONE. } 160 POKE 704, 6*16+9 
PRINT (1 161 POKE 705, 7*16+11 


162 POKE 706,8#*16+11 
163 POKE 707,4#16+11 
170 DATA 128, 184, 124, 124, 254, 124, 124, 184,128 


PRINT CWHO IS YOUR BEST FRIEND?1] 
PRINT SENTENCE CDOES] REQUEST 
PRINT CTALK TO COMPUTERS?) 


) : 171 REM 
IF REQUEST = CNO] THEN PRINT COH WELL, WE CAN’T ALL BE PERFECT) 172 REM seeees BLIMP seeee 
PRINT (3 173 REM 


PRINT CMY BEST FRIEND IS AN ATARI] 
PRINT CIN MISSOULA MONTANA] _ 

PRINT C3 

PRINT [DO YOU KNOW WHERE MISSOULA 157] 

IF REQUEST = [NO] THEN PRINT CPLEASE FIND OUT FOR ME. J 


180 FOR I=(ADDR+1024+139+1) TO (ADDR+1024+139+9) 
190 Y=Y+1:READ N:POKE I,N 

200 NEXT I:POKE 53256, 1 

205 DATA 1,3,15,63 


. 206 REM 
As en e D REALLY LIKE TO GO THERE. ] SOF HEM oneness Denies 
PRINT CTHAT’S ALL FOR NOW. 1] 208 REM 


210 FOR I=(ADDR+1792+80+1) TO (ADDR+1792+80+4) 


P "VE GOT TO GO CALL A TRAVEL AGENT] 
neni , 220 READ N:POKE I,N 


PRINT CJ 


230 NEXT I 
UAL Y GOODBYE 
ni yi ac ag dea A as ac 240 DATA 36, 36, 36, 36, 255, 126, 126, 60 
PRINT CTO A FRIEND? pte seks 
_PRINT SENTENCE OK, ] REQUEST pion SP Si Ol Be ES 
| 244 REM 
250 FOR I=(ADDR+1280+210+1) TO (ADDR+1280+210+8) 
Apple LOGO. 260 READ N:POKE I,N 
270 NEXT I:POKE 53257, 1 
TO TALK 


PRINT CWHAT’S YOUR NAME?] 260 DATA 64,64, 248, 240 


282 REM 
PRINT SENTENCE pepe AN oka 283 REM #*#*% TUG BOAT **x%* 
PRINT CHAVE YOU 284 REM 


PRINT CTO A COMPUTER BEFORE?1 
TEST READLIST = CNOJ 
IFTRUE CPRINT COH BOY! 
IFFALSE CPRINT CDON’T WORRY, 
PRINT CJ 

PRINT CWHO IS YOUR BEST FRIEND?1] 
PRINT SENTENCE CDOES] READLIST 
PRINT CTALK TO COMPUTERS? 1 

TEST READLIST = CNOJ 
IFTRUE CPRINT COH WELL, 
IFFALSE CPRINT CANOTHER WEIRDO, 
PRINT (J 

PRINT CMY BEST FRIEND IS AN ATARI] 
PRINT CIN MISSOULA, MONTANA) 

PRINT CJ 

PRINT CDO YOU KNOW WHERE MISSOULA IS?7] 
TEST READLIST = CNOJ 

IFTRUE CPRINT CPLEASE FIND OUT FOR MEI] 


290 FOR I=(ADDR+1536+202+1) TO (ADDR+1536+202+4) 

300 READ N:POKE I,N 

310 NEXT I:POKE 53258,0 

315 GOSUB 500 - 

320 IF RND(O)<0.1 THEN BLMP=1 

330 IF RND(O)<0O.1 THEN JET=1 

340 IF RND(O)<0.1 THEN TNK=1 

350 IF RND(O)<0.1 THEN TUG=1 

360 IF BLMP=1 THEN 01=01+0. 2: J=J+0.2: IF 01=230 THEN 01=30: BLMP=0 
370 IF JET=1 THEN 02=02-2: IF O2=30 THEN 02=230: JET=0 

380 IF TNK=1 THEN O3=03-0.7: IF O3<30 THEN O03=230: TNK=0 

390 IF TUG=1 THEN 04=04+1.2: IF 04>230 THEN 04=30: TUG=0 

400 POKE 53248, 01 

410 POKE 53249,02 

420 POKE 53250, 04 

430 POKE 53251,03 

435 IF J>3 THEN J=0:POKE 53253,01+9:FOR I=1 TO 10:NEXT I:POKE 53253,0 
440 GOTO 320 


A BEGINNER] 
I WON’T TELL ANYONE. 17] 


WE CAN’T ALL BE PERFECT. 11 
HUH? 71 


oh — REALLY LIKE TO GO THERE!) 2g St eR 
502 REM 

PRINT CTHAT’S ALL FOR NOW] 

PRINT CI’VE GOT TO GO CALL A TRAVEL AGENT. 1 503 oa #eeee = BLINKERS #0 

ae sah DO YOU USUALLY SAY GOODBYE} 510 FOR I=(ADDR+768+139) TO (ADDR+768+139+10) 


520 READ N:POKE 1,255 — 
S30 NEXT I 
540 RETURN 


PRINT CTO A FRIEND?) 
PRINT SENTENCE COK,] READLIST 
END 


we 
Terrapin 
publishes 
new LOGO 


manual 


Terrapin, Inc. has just published a new 
tutorial on its version of LOGO, Written 
by Virginia Carter Grammer and E. Paul 
Goldenberg, the manual is thorough, easy 
to read and fun to use. 

Three mascots, an elephant, a snail and 
a rabbit help guide you through the book. 
The elephant points out things to 
remember, the rabbit denotes neat tricks 
and shortcuts and the snail means go slow 
and be careful. More than just ornamen- 
tal, the mascots are extremely helpful, 
especially when you want to go back 
through a chapter to review the most im- 
portant points. 

Turtle Graphics are covered quite 
thoroughly. As different aspects are ex- 
plained, examples are given and projects 
are suggested for the user to try. The ap- 
pendix includes several solutions to the 
proposed projects. We really liked the ex- 
planation and examples on recursion, one 
of the most powerful aspects of LOGO 
and one which has not been explored too 
much in other tutorials. 

Did you know you could compose 
music with LOGO? The Terrapin book 
has a chapter on LOGO Music and how 
to play your computer like an instrument. 
You ‘can write procedures for tunes just 
like you write them for graphics. 

In addition to the chapters on turtle 
graphics and music, the Terrapin tutorial 
has a chapter on Computation: Handling 
Numbers. Beginning with simple 
arithmetic operations, the chapter moves 
on to cover graphing functions — sine, 
cosine, tangent, parabola, ellipse. (For 
those who think LOGO is just for young 
children, we suggest they take a look at 
this chapter). 

The tutorial ‘is bound with the 
Technical Manual in a 7% x 10 loose-leaf 
binder, making it very easy to use. It is 
sold as part of the Terrapin Logo package 
which includes the language disk and a 
utilities disk. 

We would like to commend Terrapin 
for the excellent and thorough documen- 
tation of Terrapin Logo. 


Don’t forget 

Turtle News 
for 

Christmas 


Only $9°° 








computer 
fun! 








Dear Logy... 


An. interesting question has been 
presented to us. When you create a circle 
in Apple Logo., starting from SETPOS [0 
0], you don’t end back at the same posi- 
tion. Rather, you end up with a position 
being listed as some fraction. For exam- 
ple: 


TO CIRC 
SETPOS [0 0] 


REPEAT 360 [FORWARD 1 RIGHT 
1 | 


PRINT POS 
END 


You will end up with a circle on the 
screen but the position listed is 
position of 0 0. If anyone can provide us 
with an answer to why this happens, we 
would appreciate it. 








We received a most exciting letter from 
Missoula, Montana, that can only be 
reproduced. We couldn’t hope to rewrite 
it. And so, we would like to share the fun 
that Paxson School is having with Pilot 
and the Atari 400 they won in our first 
Graphics Contest. 

And again, we would like to thank 
Atari Inc. for making this and other 
prizes they donated possible. 
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Sa THIS LETTER BRINGS WITH IT A BIG BUNCH OF THANK 
YOUS FOR THE ATARI COMPUTER AND PILOT PACKAGE YOU SENT TO 
US FOR OUR "MISSOULA" SCENE THAT WE ENTERED IN THE 
CONTEST. 

= OUR ENTHUSIASM FOR LOGO SPREAD TO OUR PRINCIPAL AND 
SCHOOL DISTRICT AND NOW PAXSON GETS TO PILOT A LOGO 

K PROJECT IN OUR WHOLE SCHOOL FOR OUR DISTRICT. WE HAVE 
ORDERED TI COMPUTERS AND BY THE END OF THIS SCHOOL YEAR 
EVERYONE IN OUR SCHOOL (KIDS, TEACHERS AND PARENTS) WILL 

GET TO KNOW SOMETHING ABOUT LOGO. WE'RE GETTING THE 

ATARI AND SOME PILOT PROGRAMS READY TO USE IN THE KINDER- 

GARTEN AND PRIMARY ROOMS SO THEY'LL GET TO USE COMPUTERS, 

TOO. WE HAVE EIGHTEEN OTHER SCHOOLS IN OUR DISTRICT, SO 

IF OUR PROJECT GOES WELL, MAYBE THERE'LL BE A LOT MORE 

TURTLES IN MONTANA NEXT YEAR. 







WE'RE ESPECIALLY GLAD YOU LIKED OUR MISSOULA PROGRAM 
THAT WE MADE. WE KNOW WE'RE JUST BEGINNERS, BUT WINNING \ 
ES US FEEL HAPPY AND GOOD ABOUT OUR WORK. THANK YOU! { 
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Commodore Computers join YPLA 


With Logo soon to be available on the 
Commodore 64 and with a _ Turtle 
Graphics package already available for 
the VIC-20, the YPLA has added both of 
these computers to our list. Anyone 
wishing to enter any of our contests can 
now use Commodore computers. We will 
be using a PET Emulator package on the 
Commodore 64 that should allow us to 
run most PET software. 

We have had some experience with a 
preliminary version of Logo for the Com- 
modore 64 and it is powerful. It is very 
much like MIT Logo but offers more in 
terms of color. We expect to have an 
evaluation package before too long so 
that we can tell you more about it as it 
becomes available. We think you’ll like 
it. 

We haven’t had much time on the 





Commodore 64 but this, too, seems like a 
very powerful competitor. The sound and 
graphics are spectacular. Next month 


you'll be reading our reactions to both of 
these new computers and to some of the 
new software we have acquired. 


Edu-Ware introduces games 


Edu-Ware introduces educational play 
for children with the release of Spelling 
Bee Games™. The four colorful, high 
resolutin games - Squadron, Skyhook, 
Puzzle, and Convoy - strengthen players’ 


(age 4-7) spelling and reading skills while 


exercising eye-hand coordination, 
memory and motor skills. 

A parent or teacher may choose from 
word lists which include simple one- and 
two-syllable words, double vowels and 
consonants, shapes, animals and more. 
These word lists are identical to those us- 


ed in author John Conrad’s original 
educatonal system, ‘‘Spelling Bee and 
Reading Primer.”’ 

The number of players and their names 
may be set ahead of time, or each child 
may type his or her own name at game 
start. Even small children with limited 
reading ability can choose which game 
they wish to play by using the picture 
menu. 

For one to four players, Spelling Bee 
Games reqires Applesoft, 48K, DOS 3.3, 
and game paddles. It retails for $29.95. 





Welcome To The Turtle’s Nest! 


To better serve our growing membership, we are going to provide a 
new source of books, disks, cassette tapes, disk and cassette mailers, 
and a host of other accessories for personal computers. The Turtle’s 
Nest will be your source for books, workbooks and software for 
making the most of Logo, Pilot and other languages using Turtle Gra- 





phics. 


The Turtle’s Sourcebook | 
By Donna Bearden, Jim Muller, Young 
Peoples’ LOGO Association and 
Kathleen Martin, Ph.D., University of 
Dallas 
Written for those parents and teachers 
who find themselves totally unprepared 
— maybe even a bit intimidated — by the 
computers invading homes and 
classrooms, THE  TURTLE’S 
SOURCEBOOK offers an introduction 
to the concepts of software and Logo. 
The reader is carried through. the basic 
commands, defining procedures, reécur- 
sion, variables, testing and conditional 
statements. Numerous worksheets help 
the young and young-at-heart through a 
comprehensive introduction. to Turtle 
Graphics. Numerous examples are includ- 
ed, as are demonstration disks. Finally, 
having experienced Turtle Graphics, the 
reader is introduced to the list processing 
and other capabilities of Logo. 

Children learn to experience their en- 











virnoments by manipulating concrete ob- 
jects, and moving their own bodies. By 
translating these movements into the 
language of the Turtle, they learn to 
describe these movements, to ‘‘feel’’ 
them. Included in the SOURCEBOOK 
are many off-computer activities — 
games, body geometry, arts and crafts pro- 
jects — all designed to make the learning 
experience more exciting and more alive. 
Children live it and then translate that 


onto the screen. 


The first edition of THE TRUTLE’S 
SOURCEBOOK was introduced at 
EDCOM ’82 and is available by mail 
order and through select computer stores. 
The SOURCEBOOK, along with a 
demonstration copy of Logo in the 
version of your choice, carries a suggested 
retail price of $29.95. Parents, teachers, 
and interested adults will be able to join 
the YPLA and receive THE TURTLE’S 
SOURCEBOOK for the combing price, 


ss 


Show the world you’re a Turtle. Pais a 


YPLA t-shirt and nylon jacket. You have 
your choice of red-trimmed t-shirts with 
black lettering. Or select a red, black or 
green shirt with white lettering. Sizes 
range from child’s medium to adult X- 
large. T-shirts are $7.50 each. Jackets are 
$16.95 each. All shipping and handling 


is included. 


of $49.95. $5) fy ae te Sa 


KJ THE TURTLE’S NEST’ 


YPLA Software Exchange programs: for 
each non-copyrighted program you sub- 
mit, you can select the disk or tape of 
your choice from our catalog. We will 
copy your selection onto your disk or tape 
and return it. Please include return 
postage. Apple Logo (TM) disks require 
Apple Logo from LCSI. MIT Logo disks 


Description 
| Red-trimmed t-shirts 
| Colored t-shirts 


Nylon Jackets 
The Turtle’s Sourcebook 


(Please add $3.00 Shippi 


Elephant Disks 
($27 per box of 10) 


Disk Mailers 
($6.95 per dozen) 


_ YPLA Software Exchange 
Disk Number 
Tape Number 















embership fee ($40 for air mail delivery 


ae * 


Olama os 18 oF eee ere is my $9 membership fee ($24 for air 


1) Tell me how to setup a Turtle Learning Center chapter. 


bea rrhéA Turtle: 
2 2% plea hs ar is 
n over 18 ar here is my $25. 
Re ais 
eee ce pad AP get 
mail delivery overseas.) 
Name 
Address 
City 
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Don’t forget 
TURTLE 
NEWS for 


Christmas! 


A subscription to TURTLE 
NEWS makes a great gift for that 
favorite young person in your life. 
If you can let us know in time, 
we'll send an appropriate Turtle 
News Gift Certificate. Please place 
your order by December 15 to 
assure delivery by Christmas. 








require either the Terrapin Inc. or Krell 
ens version of MIT Logo for the Ap- 
ple Il 

YPLA Software is available at $10.00 
per disk or tape, a charge disigned to 
cover only postage, handling and 
materials. There is no charge for the soft- 
ware. 


Price 


Quantity 





Sales Tax: 
Total Enclosed: ? 
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